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IT to Monstrous ‘Arcanum — the first book im a new series from Warhammer 
name suggests this book will deal with a veritable carnival of monsters, bok 


hirsty, all of which are intended to sow terror across the Warhamuner wor 
lefield at your command. 


nese pages you will find nightmarish horrors and noble boasts, 
the victims of terrible curses inflicted by insane gods. Few 
are not commonplace monsters, but rather the inhabitants 
of the Warhammer world, the subjects of 
$ that walk alone. 


veature 


contain a plethora of new monsters for use in your 


ive stories and a wealth of new scenarios, magic art 


tve campaign, all designed to bring Warhammer Fonge’s ever-<xpans 
ife in your games. 


é monsters are presented in the book in the form of Be nding Scrolls, wach wi 
t Storm of ‘Magic rules expansion fea Warhammer (the rides for 


ui Mag ic rules 


hese deadty 


and indeed you will find scenarios and special n 
y monsters in your regular Warhammer battics, and a hety 
su can theme your choice of monsters to your chosen army. 


only remains for me to offer a big round of thanks to averybaty mote 
ok and the monsters within. This has been a truly collaboranve 
designers and sculptors who have helped breathe life into 
thanks 


ort 


now Qcncratum of 


Re careful, the contents of This foot hawe wet 


f + 


Late War 


vf tse in wuert Of the baw: and 
j is martial and as agencies Of desbriction, 
1 and kinsh 
f the Great City of Veder in the ong he ed and 


of abe fell Vamgrce bl 


thar wrllead aboeninatron 
comune bur 2 b ‘ 
Beyord the 


r of mage. and-each in th 
f pests that scour our world and are provoked 
n thearcane winds vex wrathfigl and Sumber as 
«the beck and oil of these unseen forces 
c ir i th <1 Jairs and dragons awake fio lay 
1. They acc as dancers wlio feel and vara tha 
mbre mortals,cannot hear and whose eae 
a nt rwever, rogcbed 
Witch Sight"as all in. wheat 
, fh ieards wack ag Nps 
ar t r ough 1 am equdhful eeiotighe 
‘ P {dling rank ie mired 
pel rahe d ng, tort wer present 
ames deadly ter 1 wonders and drcan ou 
Jance of force there but ours 
it may be to try to master the caimtite 


1 way thatithis might bedone with 


che practice of what the wizards of 


fic Arcana of Kadon. In ancient days long before thé 


of Magic in the northern lands 
ankind by ‘Teclia the Elven, 


jfting’ of magic ¢ 


whore power has ¢natched any 
The Shackles arvd with 
arnong his many great works were the greater scroll 


Kador was 4 turnan wielder of mag 


befor ©. He is called in some text 


good 


nny monster no matter how huge se mighty 16 their Wilk at 
time, These ancient works are fare, and thebr cachaestmeney 
sesible co unleash extepegghen the tempest af rhage 


ast for a 


I beat ung 


mw a wizard through their einchantiments to all bulls 
& 


ower they are prized beyond the riches 


blows strong, but for their 5 
¢ nothing in truth except weapons 


of the world. Kadon’s scrolls 
cre mortals, weapons that can shatter armies 


ry, and their shadow is cast 


in the hands of as 
break cities, murder hope and raise up 
and the p: 

powerful, char would claim that 


s of history. There are those 


long over the paths of far 
even counted among the wise and 
Kadon’s works are unique and irrep! 


time whose number will one day dwindle into extine 
Je manifest by those such 


laceable, artefacts of a bygone 
tion — this is of 


course nothing but lies and ignorance m 
¢ to confess that humans 


This and deliberate 


as the Elves, too hidebound and ar 


are capable of achieving something they cannot 
th and pauper-shriven lore meted out in 


falsehoods woven in my 
the Imperial Colleges and elsewhere that serve the tellers of such 


untruths well indeed and keep those that hear them in ignorance 


The truth is that while Kadon’s greatest works ~ the scrolls such as he 


used to bind the legendary leviathan Monmos to his will and ensnare 


the Seven Drakes of Mou 
mpt to fully comprehend, let alone imitate. Bur lesser 


1 ~ were works that none now living 


could 


»se enchanted webs can enray ¢ the minds of beasts of 


riff hold much within them a 


prey such as the Manticore and Hig 
asp. The revelation 


keen mind touched by the winds of magic car 
of arcane import that can be gained from them by one with a 


icable co other men and women as colour 


yond the grasp of one born without eyes to 


t particularly one such as myself 
3 t blood-fire of Beasts, the 
f predator and prey, fractured from the 

the human mind ~ has the greatest 


ecrets come by 


| fo Such works of 


wed and petty 


OF THE WAR OF BEASTS 


h my previous comments have been in 
preface, is the recent conflict to which I am given to know is already 
being spoken of in ports and cities from Brionne to Al-Haikk as 

our fair city of Vedenza’s "War of Beasts. It is tomy account of this 
hot vou have charged me to testify, and while I am currently 


In case of point to whic 


conflict ¢ 
Freed to recuperate from my injuries, sustained as you are no doube 


aware in defence of the Council's interests, T have in answer chosen. 


vo compile this volume gathering up such lore as I have learned in 


your service, and within it set out my testimony. 


in the winter of the year 103 of the Second Republic a 
great disturbance in the winds of magic, which howled in violent 
n Sea to the east and the Abasko Mountains 


There aros 


tumult across the Tilea 
of the northern mainland. To the eyes of those who could see them, 
the squalls of sorcerous power that ripped down the mountainsides 
and shimmered blackly in the deep were but a precursor to a greater 


storm to come, while the common folk quailed before signs and 
srtents manifest throughout the nearby lands. Grey Kraken were 
ted off the Sartosan coast and many proud galleass and trade 

scorms in the gulf or the Krakens’ 


barques were lost to ambushing 
grasp, and the fangs of devil-fish churned the waters red with the 
blood of the lost. Famine struck the southern Estalian kingdoms 
1s black ash rained from clear skies for eight days and nights, 
smothering crops and befouling the water so that all who drank it 
were sickened. High in the mountains monsters were bestirred and 
stories came thick and fast of caravans attacked by flocks of winged 
harpies, of the ill-storied storm dragon Jaybas of the Sapphire 

Eye sighted in the skies near Tobaro, and most singularly of a pair 


giant by a party of holy 


of savage Manticore seen devouring 
mendicants on pilgrimage to the Abbey of Askara. In the city-states 
of Tilea such omens were seen as portents of encroaching doom, and 
whispers of wars and disasters real and imagined filled the shadows 
of dockside sinks and noble palaces alike. Only in Vedenza, long 


“sunned by its distant neighbours, were these signs seen byy som 
serely portents of ill-fortune, bac also of opportunity, for nas 
nei banner of the city:i# ho other than tiie Manion lislh ea 
vrning storm might see the fruition fa plan longeoncelved 
‘ently prepared and plocted, ; 


THE SECRETS OF THE RED VAULT 
| aced mot tell you of the Red Vault buried deep beneath the 
drowned caracorhs of our fair city its design or principal 

sabveane. but I shall oaly note that for more than a century now it 
crved as a repository for arcana and strange lore for Vedenaa 
Lad ves greacest eneaslare store, It is here that amid the golden trinkets 
- ; doren lands, enchanted blades and graven idols | is of 

4 toremose among them three bearing the Sighof Kadon 

public prepared for war above — for war wastoon to be 
le by consenc of all augury and wisdom, so wete Kaden’ 
‘ought forth with other areane treasures and arms for the 
sntlict, as well as coffers of bright gold for the payment of 


ct 


ercenanes and corsairs for the city’s needs 
¥ 

|. Orsini Sardus, been a loyal servant of Vedentaras 

ir, merchant and assassin, emissary ind explorer I have 

| the will of che Couneil well. As such was ong of Kadons 

{s given to me, while another was given to lis of 
Alchemist of the Council, and che third who 
amed. To three courses were we sent, Tazadis to the 

id chem 


ner 


ee eee 
ye, se 


g have 


ot to be ns 
ins of the north to seek out the Manticores 
suse, myself to the open seas int perilous questto 
«alliance of the hungry deep. aided by certain other treasures 
‘She was dispatched elsewhere on her dark 
fore the trumpet blast of war 


f the Red Vault, while 
We were to have little time be 


was blown. 


THE FOLLY OF LARHGOZ 
Since its glorious re-conquest fi 
neighbouring petty kingdoms of 
vured che spiteful and jealow 


- fair city of Vedenza and its 
in 


Estalian overlordship, che 
eulata and Larhgoa have 

s desire to once again gain mastery 
Lands, and after oft made misehief 
this time of troubles did the 
by famine and want, once again 
fas with the corning of Spring, hurling 


full might and panoply in hopes of smashing aside our 
forces and taking for aprize ‘the hill farms and fecund 
lagoons which surround us for their own. The Estalians brought with 
them their chivalry, che retainers of Larhgoz and free-lanees beguiled 
by promise of fame and vengeance -~& thousand steel-elad knights 
in heavy plare, bright ofarmour and dark of heart, With chem mixed 
“Teiditegimcnts of glaive- al with 
niet of bandir rabble, 


open war against us. Now i 
kingdom of Larhgow, harrowed 
resume its spiteful attack upon 


against us its 
scill-gathering 


the feputation of a 
with him rode the Mortiara ~ that 
from their diurch for their 


. Serega 
s packs of Skin 


velo 
7 a enealled from 


ruires as tall as an OBFe 
ains, running a 


DEATH UPON THE SHORE 
We mer them upon the coastal plain tw the north-west of the 

city, drawn up in defence with mercenary regiments of Tobacah 
Reviser ana Sarcosan curthroats drawn up at the flanks of our own 
and brazen artillery train, Cannonade, shoe anid 
he oncoming change of the Estalian bar 
even though they were cur dawa by the score, they did noe Fales!* 
and soon the lines met and locked in bloody battle, No quarter 
asked or given, and the grasslands and hills ran cect with the 
‘of the fallen, The Skin Wolves rore through the Sartosars, reaving, 
{gory ruin as bodies were hurled into the air like shredded dels, 
chaitvshot from our bombardysmashed hammer-blows through “= 
the Estalian tanks, Spells and enchantments were unleashed. and 
‘tien collapsed vomiting up thelr own entrails, else varned of former 
Allfes with murderous hate. The Estalians’ superior numbers andthe 
malevolent fury of their Skin Wolves were crushing our hatthe-line™ 
back upon ieself, and slowly our valianeforces were being pushed 
«back, their lank qurned, cowards the shorekine And certain death. » 
What was co happen next seems to the spinners of seas Fo have™ 
bheen a billiant masterstrok, but Lknow it was nonesinch, anlyashe 


fickle hand of fortune and pechaps Myrmidia smiling upon us, 
came Tazadis of Araby riding the skies alongailé eac 
with 


of the ferocious Manticores he had been sent to reeaven, 


him a dozen flocks of harpies, husting for prey, From the sca came 


iny own galleon, The Prideef Zora, cannons thundering and wi 
fons: a great Merweyttl 


me the fruits of my expedicion’s own tribilat 
* of the depths Silat Uhad named him — after the old whee yes 
Abound him with Kadon's scroll. A huge beast, part dragon, 
part sea-terpent, longer fram horn to rail-tip chan one of the great 
enates of the northern seas, a ship breaker he was and a devouten, = 
vith albone-armoucedd maw thar yawned wide enough to swallows 
a prince’ coach in ane bite, We fell upos she enemy savagely,ghe 
haeples screaming in from the air ro plock men from horseback and 
Jeave dily a rain of blood in theit wake, the sight of the Manticore 
alone stecling the hearts of oar guardsmen while i€tore jito the Skin 
Wolves, the hunters addenly turned prey as the Arabyans blasting 
fire exploded amongst the chanting Mortians. daee Pride 
run ageound alongside the bard, her broadsides still firing, and 


i ad cheawinds of magic to confound the ourmarched Sirege and 
sent out hunting spears of Amber wrath drawn from the Aither £0 
vay the cach ty cu Bor i was the mighty and rerible ‘Sola chat 
turned the tide, As the great beast rase up from the seas and grawled 
on the shore, his bellowing challenge deowned our the din of baste 
ane ax hisshadow Fell upon them, brave men turned and fled in 
tertor, Cloe bythe shoe few were fist enough ro escape im 3 : 
with speed that lied his colossal bulk he swept down upon thems: 
hrs jaws wide, and devoured therm like ants, swallowing up bodies, 
steel and screams into his ‘black maw with indifferent and endless - 
unger. The foe broke and ran, ancl whac followed was more murder 
than bartle, Afterward, it was ‘only by triumph of my will that Iwas 
oalluse of Silak ana set hiny to slumber tn the 


able vo quell the bloe 
deep, We were victorious, alchough the butcher's ‘bill had been great, 
and che bells of the city peeled in joyous cacophony to greet esr" 


erlumph however was be shorvlived. 


Nea 


w 


From the north 


4 


é 


THE COMING OF THE RAT MEN 

The blight known as the Skaven has since time out of mind afflicted 
the lands of Tilea, and the shadow of the Horned Rat has been the 
nightmare of generations. They are a perfidious menace, watchful 


cruel and cancerous, ever ready to exploit weakness and pounce 
upon the wounded. So was it to be with us. On the very night of our 
great victory and the rout of the Estalians, the loathsome rat men 
came pouring from their secret caves and the dark places of the earth 
Such had been their plan all along, and although what insidious 
whispers they had planted within the ears of the Lathgozan nobility 
in order to awake their wrath, or even what foul pact they had 
perhaps struck with King Vidar himself shall doubtless likely remain 
unknown to us, their schemes had born full fruit. As catspaws the 
Estalians had performed admirably and the battle had more than 


decimated our forces and rendered the survivors wounded and 


weary, but they had not broken or defeared us as perhaps the rat men 


had hoped, and so rather than opt for an all-out attack as perhaps 


Skaven first set to overrunning and ravaging 


they had p 


the lands to the north of the city, In a scurrying tide of chittering 


hate they befouled and burned everything and every soul that could 


not escape them. In a si t they scoured all life in the leagues 


slaughteris 
ray back 


is said to 


between the mountains 


and enslaving even their Estalian pawns retreatin 


along the co. > not even one flecit 


have escaj 


As reports of th 1 into the city, and the 


fires of burning villages k horizon, celebration 


ned to terror and he bells now tolled for 


the braze-shod gates were 


within. The assassins 


s sleep. Their intelligence 


t they estimated us'as we had long 


rations we took losses, 


the most g of Ta 
fell stabbed a half-hundred times upon the steps of the Citadel, the 


nded, 


ough.cven 


3 


f Araby, who 


vous of which was th 


chimes of victory still ringing in his ears, But for every blade in the 
darkness that found irs mark, a dozen did not, and the shrouded 
assassin that came for me I left nailed 06 the door of my tower 
house as a.sign to his vermjnous kin — for it is not for nothing that 
f 


forgotten places of this world and 


T have walked foryears in 
yct live, That the cirywas not taken from below, as is the Skaven'’s 


desire when they can,is atestament'to the labyrinth of halfflooded 
sea-caracombs that riddle the promontory 6f rockupon which our 
walled city stands, and to the malignity and fuatiger of the things 
which dwell there. We were besieged and the mainland denied ro us, 
but-Vedenza stands upon the edge of the sea, with the many islands 
of the Carvorna Archipclago at our backs and-the wide lagoons 
between its islands, and so we were far fromfully invested. Yereven 
with oir defences we would not be safe long, net from the Fit men 
and thelr foul arts of sicge craft could our small ciependare ddiiieled 
—not from the poison fogs they could summon of the plagues eheit 
rat brethren could spread, or even from the strange and rerible 
‘engines of destruction their warlocks migheubliee Forth 28 
breach our walls, As che first days passed the rau men made" 
only probing attacks, seatching for weaknesses, butis =hl) 
soon they would come in force, is: 


Asif to foretell our doom the night skies above us caught alight 
with sickly green aura, the growing tempest of magic made visible, 
and the shadow of dark Morrslicb could be seen in the east. While 
by day the sun was dimmed with the smoke of fires and the stench 
of desolation. We could not hope to stand long against the enemy 
ranged against us, so instead we must attack 


A DESPERATE PLAN 
The Skaven are not the only ones who can plot and scheme and spy, 
and indeed we Tileans are not so unknown for our subtlety in such 
matters, The Countil of Tears in its wisdom had long known of the 
impending threat from the rat men, if not its exact shape or calendar, 
Occult serying had long foreshadowed their malice, and there are 
those among the rat men’s own ranks not unsusceptible to bribery 
if one can navigate the web of treachery and lies required to do so, 
Our hard-won intelligence led us to know that if we were to stand 
a chance of survival, we had but one course of action left, and that 
was to strike at the head of the serpent and hope to slay the Grey 
Seer to whose mastery the Skaven horde was bound. In slaying this 
guiding intelligence we could hope to fracture the scattered clans 
into infighting and division and so disperse the immediate threat 
Normally such a thing would have been impossible to accomplish, 
but not now, not with the areane storm reaching its height, for like 
an unholy beacon of fire could the roaring fulcrum of magical power 
be espied blazing within the accursed Isle of Grief to the far south 
of Vedenza ar the very tip of the Archipelago, caught light within 
the growing storm of magic. With its 
power ours to command we could find 
and rain death upon our enemies « 
wherever they might hide, and the % 
Skaven would know this, They 
too would make for the dark 
monolith legend had it rested on 
the forlorn and Jong shunned et 
isle, for its power would be like 
alodestone to the Grey Seer, 
drawing him to it. It was to the 
_ Isle of Grief that She had gone 
and not yet been heard from 
and now I, Orsini Sardus 
must go with the fare of 
Vedenza.and its people 
at stake 


us diippot the Skavent 


onstructions of burned and rotted timbers spanned 


half machine, ¢ 
and frenzied 


with gory flayed skins and driven by glowing apparatus 
J lighting was flung from chem a us, but 


cogwheel turnings, Shot and 
Silak, who now in his element 


upon them L unleashed the titanic 
fore, and he rose up beneath them 


was even more deadly than bef 
» the foremost in bellowing rage 


smashing them aside and capsizi 
With the beast’s batele joined we sailed on and made landfall as 


quickly as we could, and made our way t0 a place I had read of but 


never seen with my own eyes, for this was the first time I had ever set 
foot on that accursed, dacmon-haunted isle and hope never to again 
The Howling Abyss was a great sea cavern, half-flooded at high tide 


co be fitted within, with 


buelarge enough for an entire castle kee 

s great domed rock roof like a starless sky. Long before the coming 
of Man, before even the Elves, some-shing had built a temple there 
and its age-despoile sins lingered there still went the stories 
culled from the few half-mad shipwrecked sailors that had somehow 
managed to escape the place over the years. At the cavern's centre 
stood a great monolith of green-black basalt graven with writings 
and pictographs nothing living, it was said, could now interpret. At 
right, as the legends went, the monolith was replaced by a slash of 


a rip in the world which moaned 


with t ! ) named the place. Even as ou 


fore the gaping 


be true, for the unholy cerror 


and raged within chilled my 


_ Waiting the Warpfire Dragon spread her-wings and tore off into the 


From within the hold of our last galley, an ill favoured vessel chat 


carried no troops, a great keening wail rose up and the sound of cold 


iron shackles, thrice bound with enchantments, rattled in anger 
could be heard and I knew it was time to play my final gambit — ie 


was time to unleash the Mourngul 


[had tracked its legend on my travels over the seas and hunted it iq 
the fog-shrouded poison bogs of the Scalded Delta at che southern 
tip of the Dark Lands. For weeks I had tracked it with a band of 
mercenary Ogres, but in the end ithad found us, and tore apart 
ind devoured a doden Ogre Bulls before I could use Kadon’s lore 
to subdue it. As ordered it unleashed and it dragged its massive, 
snized form into view even I paled and blanched at the empry 
kets of its eyes, the pale, wasted flesh and the hideous sex 


black soc 
ha thing, neither living nor dead, with its open wound of 


that suc 
lly and mouth that yawned as if to devour the world, could not 


a be 
hemare. But exist it did and it was 


truly exist outside a fevered nig 
mine to control — or was it? Even with Kadon’s power the thing was 


all but ungovernable and when I reached out with my will I found 


- nothing, just acold and mocking hunger. A great winged shadow 


fell over me then from above and broke my dangerous reverie;an 
I realised that I had all but fallen prey to the Mourngul’s soulless 


mind, and I swiftly imposed my will upon it with such se 


I could, She had come at last-after all. The talismans that protected 


me from her presence grew fever-hot and I backed away as she 


landed, her black claws digging into the carth,her ugly, scarred 


wings folding behind her serrated bulk. The twin-set of glimmer 


emerdld eyes, burning with balefire, fixed upon me from her reptilian 


head as burning venom slipped between her malformed tee 


smouldered on the stony shore. She did not speak as mortals speak 
but the words ripped into my mind and hung therewith sick pain 


“Skaven. Within. Warpstone.” 


desired 


I replied that the Council's bargain held, that any of thar 


would be hers, gladly, willingly, bur first we had to destroy the 


men that possessed it. No more burning words came, but without 


yawning entrance of the cavern, and good Captain-general Lu 
seeing no reason for delay, called for the en erat 
be sounded. 


In truth T can remember little of the nightmarish battle that 
followed, save in dreams, Only snatches of carnage and thunderous 


fire come when bidden, events without surcty or certain order in my 


© gathered up circling the monolith, which blazed wi 


mind. Within the cayern’s dank environs a great Skaven host was 

of verdant fire that coiled around ic like serpents meeeh rin 
rat men slaves or the dregs of their warrior caste, but ranks of stocky, 
black-armoured Stormvermin and the distended, leper-shrouded 
forms of the dreaded Plague Monks. With them were snutated 
hulking Rat Ogres and Warlock Engineers with strange death | 
machines implanted in their tortured bodies. By my seéret lore and 
the wisdom gained on my dark journeys I recognised them and knew 
the terrible danger they represented, but as my gaze alighted on the 
towering Horror that stood in malevolence before the monolith 

the weight of my knowledge was terrible to bear and I confess I 
staggered and nearly fell, my heare clutched in an iron grip of terror 
We had believed that a Grey Seer had orchestrated Vederizas'doom 
atthis time of arcane tempest, but we had been wrong Before us 
stood the exalted Daemon of the Horned Rat itself-a Vermin 
Lord—a devil-god made flesh, and I saw that despite our plans and 
our own fearsome alliance, we were likely doomed. 


Surprise was on our side, and I think without chat we Wonld have 
been defeated in mere moments. The howling of the monolith and 
the insane play of its light filled the vast cavern, and so occupied 
were the Skaven with the mesmeric power of the monolith and 
the adulation of their nightmarish master that even our onslaught 
went unremarked until blade met flesh and She unleashed her 
wrath into the densely packed mass of noisome, furred bodies. 
Then all was chaos and bloodshed, a frenzied hacking melee unto 
which the Warlocks unleashed kolts of lighting and gouts of flame 
indiscriminately, and rac men were hacked and shot and cut down 
ax though my own Warriors were men possessed. I unleashed the 
Mourngul and it needed no temptation or instruction to kill, bur 
knew that it was presented with a binquet of death and flesh on 
which it could feast, and feast it did. The raw power of magic—the 
stuff of Chaos and destruction, purified and focused —was being 

pulled dawn into the cavern as if i¢ were 2 cauldron or crucible 
for the storm, and its power flooded into me and my fears were 
focgonten. Wanconly and without caution Lhurled spell after spell, 

iny terror swallowed by the exultanion of absolute power, and tore 

4 shredded my enemies with the phantom claws of a legion of 

sab beasts and filled ny allies with che fury of the ages, and 
mind rippled and twisted into newer, ever more 
purations. 


4 Taughed and swept. a wave of men into black 
temptuous gesture. It threw itself down from 
dung tothe monolith and nothing could stand 
bat waded through the po renzied mass cowards 
Killing as it went, working its triple-bladed 
Her wings spread She rose up to ae 

ghining-quick charge with a blast 

“Their two vast bodies clashed 
atound each other in battle 

- bodies, friend and foe they 


. 5 * 
Lord's glaive. ‘The Warpfire Dragon fell and could not rise, The 
Daemon laughed again, a sound like knives piercing my soul, and 
stalked forward and suddenly staggered as E watched. Hifgsing steam 
Soiled from its fleshless jaws as it clutched suddenty at its sidhe where 
a chunk of unreal flesh the site of a barrel had been birten free fain 
its torso. The Daemon scemed to flicker like smoke in the pull 
light of the monolith and my heart leapt in hope-but an vraant er 
it snapped bdck into dreadful solidity and advanced with renewed? 
purpose on the supine dragon, its wicked glaive held high: 
‘ et 
L fought to fashion some spell or enchantment, to hurl against i, 
the power slipped and coiled away from my grasp and I coakd only 
watch helplessly as our doom was about to be sealed. Words then | § 
burned into my mind, sickening with violence, an Hitomprehensile = 
summoning in an inhuman language that ace away at the threads of 
my sanity. Recling and weak I realised it had been Her voice uttering 


the words of the last binding scroll, . 


‘They came up from the darkness of the cavern,wet and pale. First” 
one, then a dozen, then a score. Hulking, corprepale bulls, scald 
and distended, wide mouths filled with shark teeth yawning like 
crescent moons, eyes silver-white and blind, long ape-tike antag. 
juddering and grasping their way up from the dirk. They were © « 
childhood nightmare come to life, a legend long known bet newer 
till chis day I had seen, the Shugon—the ravagers, the Trolls ofthe sea 
depths. Skaven and men alike fled before them and were teenie 
only one thought had been burned into their primitive brains 

sattack the Vermin Lord. Arrogant and prideful as only ae 
‘can be, the Vermin Lard did not realise its peril until roo date 
first Shugon it carved in half with contempruous ease, the second 
it cast from its back and gutted with a flick of its claw, that the Uhied 
sank its serrated teeth deep into the Vermin Lord’shaunch and €8te 
free a gobbet of flesh, while a forth and a fifth wrapped their sealy 
arms about its glaive and bore i down, as the bodies of the first 60 
began to regenerate and knit back together with terrifying speed." 
felt arcane power surge, but such was the tempest faging around ws 
now even the Daemon could not fully control its wild vortex and 
while one of the Shugon exploded in a shower of white filth, cwo 
mote took its place and the Vermin Lord was sm from view 
in a seething mass of flashing teeth and deathly-pale flesh. All was 
deafening sound and unholy light as I felt the Daemon die, its 4 
wail cearing into me like a blade of splintered glass. My last memory 
was of Her, wounded and torn, but triumphant, her body called 
around thar terrible monolith, bathing in the black and verdant 
green rays of the stotm. I fled and somehow made it back wothe 
galleys, as so many brave men did not. A single ship was move than 
enough to take us from that place and I never to return thereiys 
She owns it now. 


And there noble masters is my tale, The Skaven on the mainland, 
the fight rom from them by the defeat of their Fell god's scion, 
seartered back to the dark places from whence they came, theig = 
threat abated, for now at least. The Estalians in fear of what we may 
do, sue for peace and offer restitution, and our legend is already 
spreading through the alder, more established city-stayes and we 
know respect greater than ever we had before, but with that 


with such weapons as 

the wielder, we will yet prevail, 

a ins a ham afer is bag 
the lagoon beyond our fair city, ready to make wat 
Sardus, do so command, at the Councils angust 
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SCROLLS OF BINDING 


Each Scroll of Binding was crafted with a particular Beast in mind. 


differen kinds of creamies, It is 
unknown whether this is aconstraine of desi 


and cannot be used to control 


gM. oF is simply because 
the magicinvolved in their scribing istoo fickle Po 


Even with theit limitations, the Scrolls of Binding are prized 
thoughout the many realms of the world, They area vanishing 
resource, for Kadon has been presumed dead for many thoutieds of 
years, and no wizard since has quire managed to equal his aptitude 


CHOOSING SCROLLS OF BINDING 

In dire times, the ability to augment your army's might with that of 
some monstrous thralls is without price. Bound monsters give access 
to creatures and abilities beyond the norm, and present all manner of 
exciting new tactical opportunities for a canny general to exploit. 


In games of Storm of Magic, you have a Monsters and Magic 
allowance which enables you to spend points on Mythic Artefacts 
Pacts or Scrolls of Binding, Each Scroll of Binding allows you to 
include one unit of bound monsters in your army. There are dozens 
to choose from in this book alone, but if you're finding this selection 
too limiting, you'll find plenty more presented in the Starm of Magic 
book, White Dwarf, and on the Games Workshop website 


www.games-workshop.com 


It should be noted thar the ‘monster’ part of bound monster’ does 
not necessarily mean that the unit in question has the troop type 
Monster. Rather, it means thar the creature in question is regarded 
fas a monster, insofar as it is a horrible beastie as likely to swallow you 
whole a to pull your arms and legs out of their sockets. Al Scrolls of 
© Binding have the correct troop type clearly presented on them 


BOUND MONSTERS AND YOUR ARMY 

Once chosen, bound monsters are considered to be part of your 
army forall intents and purposes. The only exceptions are that 
bound monster characters cannot ever join your other units, and 
out characters cannot ever join units of bound monsters. 
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‘one or more of the Warhammer Armies books (although many are 


the creatures on the Scrolls of Binding are also present in 
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event as character mounts rather than auronontous critters in their 


towards the Bound Monster Limit - only those chosen from the 
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n from binding mare 


h 
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id that the special rules, 
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“ nd will be slightly different to those 


right). Creatures chosen as part of your mairt army do not count 


MONSTER SPECIAL RULES 

COLOSSAL BEAST 

A Colossal Beast rowers as large as a hill, and is just as difficult to 
slay. The Colossal Beast may only be wounded by attacks of Strength 
4 or higher. Regardless of an attack’s Strength, the creature can never 
be wounded on betcer than a 3+. If the Colossal Beast is subject to + 
a spell or special attack that would cause it to be slain ourright, it ” 


suffers D6 wounds instead 


The Colossal Beast is so massive that it can crush entire regiments 
beneath its bulk. The monster's Thunderstomp inflicts 2D6 hits. 


LARGEST OF MONSTERS 
This creature is so enormous thar it can Thunderstomp everything 
bur other models with this special rule 


INCARNATE ELEMENTAL 
Incarnate Elementals are completely immune to the spells of their 


governing lore (an Incarnate Elemental of Death is immune to spells 
from the Lore of Death for example.) In addition as an embodiment 
of magical force, an Incarnate Elemental is subject to any particular 
effects that cause additional harm to Daemons and Undead (such as 
the Lore of Light Exorcism power for example), except if caused by 


spells of their ge 


erning lore 


CHOMP AND TAIL ATTACKS 
Some Scrolls of Binding present options that grant Tail Attacks, 
Chomp Attacks or modify how a model's Stomp works, 


A model with a Chomp Attack has an additional Attack to 
those shown on its profile. This Attack should be rolled for 
separately, or with a different coloured dice;as the option that 
granted the Chomp Attack will often also give that Chomp 
Acrack further special rules. Additionally, a Chomp Attack 
always receives a bonus of +1 To Hit against models with the 


Large Target special rule, on account of it being much easier to 
take a bite out of bigger enemies! 


Tail Attacks are much like-Chomp Attacks in that they grant 
the model an additional Attack thar should be rolled for 
separately (soa model with both a Chomp Attack and a Tail 
Attack would have a total of +2 Area@s)."A Tail Attack receives 
abonus of +1 To Hit against models fighting to the creanure’s 
rear ~ they're much casier for the tail to get to grips with! 


If the model’s Attacks are normally subject to a special rule such 


APoison or Killing Blow, then this rule also applies to the Tail. 
anid Chomp Acracks. 
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Wirmscale Armour ofthe Deep 35 points 


Magic Ar mour) 
, scales, the enchantment on this armour 


Merwyr 
‘ f ving layer of briny sea water Not only do 
F f row but the scales still recall 
. dee ; heir wearer passage 
suit of heavy armour, The wearer gains the Sea Creature 
< suet retains the ability co march whilst on land. ‘They also 
gain a 34 Ward save against any Flaming Attack 
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the fear Warpfire Dragons cause among 


ofthe Skaven keeps them rare 


The bearer gains a 4+ Ward save against all Warpstone weapons, 
| Warpfire Dragon’s Breath attack and Magic Resistance (2). At 
: ne, the bearer must pass a Toughness test 


the beginning of the gar 


however or suffer a wound with no saves of any form allowed. 


Cold Iron Blade 45 points 
(Magic Weapon) 
lore claims that on 
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All close combat attacks made with this weapon are resolved at the 


bearer's Strength +1, and any attacks targeting models with the 


Etheteal special rule gain the Heroic Killing Blow special rule. 
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(Magic Standard) 
Cover 
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Any model with the unit type ‘Monster’ which is within 24° 
of the Sacrificial Banner gains the Berserk Rage pottion of the 
Frenay rules and must declare a charge against the unit bearing the 


Sacr : 
Sacrificial Banner if possible. Such a charge cannor be avoided with @ 
Leadership test 3 
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‘The Crucible of Horrors 
(Enchanted Item) 

No ane knows from whence the Crucible of Horrors came, but contained 
reithin the flask of twisted meteoric iron is a vortex of seething bhatk 
energy which screams like the torment of damned souls. This deadly 
«7zefact has been sought out by many down the centuries, md it bag 
passed through the bands of many tyrants, arch-sorcerers, wicandé aud 
kings, and al its use the destruction of cities and the slaughter of aries > 
has been Laid. When unleashed the power of the crucible is erratic anil 
dangerously unstable, but it can unleash devastation apd cvem create 
sightmarish doppelgangers of ain monsters to fight at the witlder's, 
tadding. The power of the Crucible of Horrors ts treacherous bowesey, a8 


more than owe wotld-be conqueror has found to their cost.. GR 


The Crucible of Horrors contains the following three bound spells, 
one of which may be used by the character in their side’s Magic 
phase. Each spell has its own casting cost which must be met for the 
spell to be cast. In addition every time the character wishes to usé 
the Crucible, they must take a Leadership tespon 36 If dhe cest is, 
passed, the Crucible may be used normally. IF che testis fabedithe 
bearer suffers D3 wounds with no save possible. 


Dark Tide (Bound Spell) Power Leveld2 
The bearer uncaps the Crucible of Horrors and unleashes 4 flood of 
spiralling black energy, Place the teardrop-shaped teniplate’s arrow 
end in contact with the bearer of the Crucible of Horrors and thé 
wider end directed towards an enemy uhit in line of sight. Any 
medc! rouched by the tempfate suffers 2D6 minus cheir Foughgess 
value in wounds with no saves possible. Any unit suffering casualties 


an this way must take a Panic rest. 
' 


Riven Horror (Bound Spell) Power Level 15 
‘Target a single identifiable piece of terrain within life of sight of 

the bearer of the Cricible of Horrors; here the shadows erupt with 
grasping tentacles dripping caustic black venom. Any unit caught 
within the chosen target immediately must roll a Dé for every 
affected model — the'chance of these models suffering damage and 
the severity of that damage is based upon their size. 


# Infantry; Cavalry 


and Beasts 5+, one wound, no armour saves 
« Monstrous Infantry 
and Monstrous Cavalry 4+, D3 wounds, no armour saves 


¢ Monsters and larger... 3+, D6 wounds, no armour saves 
Shadow Beast (Bound Spell) . 
If successfully cast a single monster that has previously been slain ® 
in the battle of up to 175 points in valuc is reincarnated 282 
‘Shadow Beast, controlled like a puppet by the Cructble’s master, 
“This monster must be placed within 12° ofthe Crucible’s 
there is no room for this, then the monster docs noe m 
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SPECIAL RULES 


5+ Ward save, Large Target, Terror, Unbreakable, Unstable, 
Incarnate Flemental, Ashes to Ashes, Gift of Fire & Flaming 
Attacks. Its combat attacks (but not its Thunderstomp) also have 
the Multiple Wounds (D3) special rule 
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Bire. Ona 6 it suffers D3 wounds with no Armour save. If the war 


machine uses the Blackpowder Misfire chart and is destroyed by this 


attack, all other models within D6” suffer a Strength 3 hit 
Additionally, during the Magic phase the Incarnate Elemental of Fire 


eax unleash one of the following Bound spells 


* Cascading Fire-Cloak 
Bound Spell 4+, see page 492 of the Hirhemmer rulebook 


* Piercing Bolts of Burning 
Bound Spell 7+, see page 492 of the Harhummer rulebook. 
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"the Bray Shamans of the unholy Chaos Be n in legend as the Bloody Hidesman, 
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SPECIAL RULES 


5+ Ward save, Large Target, Terror, Unbreakable, Unstable, 


Incarnate Elemental, Impact Hits (D3), Howl of the Great 
Beast & Swiftstride. 
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Ogres under their 


living weapon: 


is the Chaos Sieg 


¢ body has been armoured 


y iron and bron 


d monster, even 


and unwieldy than before, but now all but impervious to arrows and 
shot thanks to its armoured shroud. Likewise, suitable weapons such av 
immense hooked blades, steel pickeaxes the size of carts and even massive 
weighted chain-flails are lashed or implanted directly into the Giant's 
arms to enable it to seale or tear down fortifications and slaughter 

the largest monsters. Some are even farther fitted with scaling hooks 

ind chains, enablinig the creature’ dead carcass to be used asa scaling 
platform should it fall, while the most unfortunate have the burning 
runes of Hashut branded into their armour and flesh, driving them to 


ever greater heights of savagery at thetr master’s command, q 
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Siege Giant Special Attacks: Chaos Siege Giants do 

‘not attack in the same manner as other creatures, being to large, 

fractious and in the case of the Chaos-rainted and mutilated Siege 

Giants, too insane to carry out a coherent plan of attack, In onder 

co determine what a Chaos Siege Giant does in each Close C ‘combat 

phase, pick a unit in base contact with it and roll a D6, applying 

_ the result shown on one of the following tables. Which able you 
use depends on the size of the Chaos Siege Giane’s vietim, When 
fighting characters who are riding monsters, decide whether wo attack 
the rider or mount before rolling on the table 


a 
BIG THINGS CHART 


Use this chart when fighting Monsters, Monstrous Infantry, 
} Monstrous Cavalry, Chariots, War Machines and anything 

| else with the Large Target special rule (except buildings) and 
characters riding any of the above. 


D6 Result 

1-2 Legbreaker! 
} 3-4 Smash with Pick 
} 5-6 *Eadburt 


re 


| MAN-SIZED OR SMALLER THINGS CHART 
| Use this chare when fighting anything not covered by the Big 
} Things chart. 


Result 
1 Yell and Baw! 


| 2 Smash with Pick 
| 3-4 Flailand Crush 
5-6 


Ripping Blades 


Legbreaker!: The Chaos Siege Giant targets the legs of its outsized 
enemy with its Ripping Blades and Pic k, rearing open hamstring. 
muscles, severing limbs and slamming their foc into the ground, The 
Giant cargets a single enemy model in the target unit that és in base 
<ontact. The Chaos Siege Giant and its victim then both roll a D6 
and add their Strength, and for each point by which the Chaos Siege 
Giant beats its victim's score. it inflicts D3 automatic wounds with 
no armour saves allowed, In addition, regardless of the result, any 
models other than.the Chaos Siege Giant inflicting the arcack in base 
‘conract with the victim must pass an Initiative test tO get our of the 
> way or suffer an aucomatic wound from the struggling foes! 


~~ Smash with Pick: The Chaos Siege Giant brings down its pick on 
— © > the head of its unfortunate victim, leaving little bur a bloody red 
at's player chooses a single varget model 


“fail the model suffers 2D6 wounds with no Armour save 
if a double is rolled, the Chaos Siege Giant's pick has embedded 


_ iselfin the ground and it cannot attack at all in che following 
of the same combat whilst it yanks it free, 


round attack and need not roll for a 


el 


*Eadbutt: ‘The Chaos Siege Giant targets a single enemy n 
the target unit that is in base contact with it, automatically 
one wound with no Armour saves allowed, If the victim is 
but not slain, then the victim is dazed and loses their 
attacks. If the victim has not yetattackedin thé combat to 
lose their attacks this round, orif they have already attacked, 
they lose all their attacks in the next round instead. 


Yell and Bawl: The Chaos Siege Giant bellows and howls ar 
enemy in an inarticulate but utterly terrifying tirade of abuse. 
Neither the Chaos Siege Giant nor models in base contact: 

fight if they have nor already done so this round. The Chaos 
Giant's side automatically wins the combat by 2 points. Ifboth 
have a Giane'thar Yells and Bawls, the combat is a draw, 


Flail and Crush: Being too heavy to jump up and down as anor 
Giant can, when moved to a frenzy of violence the Chaos Siege 
Giant however does its best to mash anything close underfoot a 
flails blindly with its oversized weapons. First test to see if the ( 
Siege Giant falls over (see previously), with any wounds caused ifit 
does counting towards the combat result. If the Chaos Siege Giant 
remains on its feet, select a target unit in base contact. ‘That unit 
sustains D6 Strength 8 auromatic hits. Resolve wounds and saves: 
normal as the armoured bulk of the Chaos Siege Giant batters 


into the ground. 


Ripping Blades: Equipped with massive hooked blades or 
fails mounted on bundles of chains, Chaos Siege Giants are 
at home smashing apart buildings and fortifications as they are 
sweeping mere mortals into a jumbled heap of torn flesh and b 
bones. The Chaos Siege Giants’ enthusiasm however can 1 

mean they prove more dangerous to themselves than the enemy. 
Select a target unit in base contact, That unit suffers 2D6 Strenge 
automatic hits — resolve wounds and saves as normal. 


_Ifadouble 6 is rolled, as well as inflicting 12 hits on the enemy, 
Chaos Siege Giant must immediately test to see if it falls cC 
farther damage done in this way counts towards combat re: 


a 


Ifa double 1 is rolled, something very unfortunate has 0 
If chis has happened no damage is inflieél on the enemy unit. 
Instead the Chaos Siege Giant suffers D3 wounds (no saves) and 
immediately falls over (the chain has wrapped around its neck, 
they've managed to stab themselves or something equally 
has occurred). Any wounds caused by the fall count to 
resolution as usual. ‘ 
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EQUIPMENT 
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“The Mark of Nurgle: Vile beyond belief and shrouded with leprous 
vapours, the Bile Troll fs dfficule vp carget. Ranged artacks that 
hem are at-} to/hit. Models char target chem in:close combat 


strike at -) W'S. 


Pp: : 
Bile J v6l] 


of Chabs 


1d “Troop Type Unie Ser ‘Deum 
1 3 5 Metemeneintancrs 55 steer 


Infected Vomit: i anggitieagett 
sn the gus of he Bie Tra so snfampuniamd beret: 


these crearuses their mnaane 


angad ofamractiong sismal. Se my 
may forgo its sual ado wanes ees = 
Choox one cnenmy sna a al 
Troll in base contact tide a 
Shut with no Areoour kw alioued, Ties seein z.. 
Wounds (103) role. Theseamacks 


, C ‘rmine, or Encarmine Dragons as they are 


sometimes known to dark legend, are strange 
‘and vare beasts even among their storted kin. They 


born, it is said according to arcane loré, when 


are 
adragon lair in which it 
saturated by Shyish, the Amethyst wine 


is spawned has become 
f'de 


heart 


which is gathered and magnified within th 
amea 


andsoul of the dragon to be born 


and lustrous scales, s 


nand 


for their strang 
harder than steel, which beg 


the 


are young, darke 


be almost black a 


sinister, clever 


spectres of death i 


nce in 


appe 


ruins of fallen cities — any 


had lease on a 


of destruction 
pirits of the 


| in dark and arcane lor 
M ws BS Ss I Ww 
Carmine Dragon 6 5 5 6 6 
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Carmine Dragon 


SPECIAL RULES 
Terror, Large Target, Fly, 
Warhammer rulebook. 


Scaly Skin (2+) see the 


are mighty 
of 


Magic (Emperor Dragon): Some Emperor Dragons 


§ * weizards in their own right, able ro instinctively wield the power 


the Winds of Magic. Emperor Carmine Dragons may be bought 
up to four Wizard levels for 35 points cach. These spells ac always 


f ‘drawn from the Lore of Death. 
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1 A Ld Troop Type UnitSize Points 
aay cess Monster 1 305 ie 
8 10 Monster I 700 e | 


Coruscating Blast: The Carmine Dragem’s breath weapon 1§ 3 
sorderous blast of powerful Amethyst magic capable of withering 
{ rendering flesh ro dust as if millennia had passed in 
mere seconds, This breath weapon works similarly to determining, 
the effects of a cannon shot (see the Warhammer rulebook). The 
maximum range of the attack’s target point is 12° away fromthe 7 9 
monster and may be targeted just like a normal breath weapon. After 
been selected, roll the Artillery, dice to create a5 
ast travelling in a straight line away fromthe 
dragon (just as for determining a ‘bounce’ for a cannon shot). A 
MisGre result should be re-rolled. Any model caught if the line of - 
the blase suffers D3 wounds, with no Armour saves possible. 
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SPECIAL RULES 
7 Unstable, Unbreakable, Fear, Planing Attacks, Basing Body, Mound Fire Dacmons The K Want have bodkos offssans 
Bound Fire Dacmon & Burning Height fame hound ince shape by anmeer ike Samewonisat 
. cowlavedd by the Mack acts of che Dacencesemitts. The RS 
% Blazing Body: Any model (friend or foe), except andeher Kibai, as Ducmons Boe the purposes of any tolevanr spell one 
in base contact with a K'daai at the start of the Close Qombuar phave theme and have a 4+ Ward cave whack imcpeasts 8. 


takes an automatic Serength 4 hig, Thiv is counted as a Flaming Flarning aceacks 
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Kdaai Dest byer RK 


Fe Tanger than the Kdaai Fireborn fashioned ai shock troops by the Chaes Dwarfs, X haat Desreyers are macscry camstracts created | ‘ne the, fi am 

af mighty warriors or iron beasts, suc as gargantuan monstrous bulls and oober nighemearish creanons axsttined by mast Mood sacrifice endl se 
Loose upon the enemy. The High Priests of Hashut have succeeded almost toe well im che creation of the Khasi Destreyers for they are 

_ demental forces of destruction, and need th be laid to vest as cold ancl silens metal wml they are regacrad ox hastle, where they burn bright. 


terrible, hut briefly. is 


Only the greatest of the Sorcerer Prophets are able to forge these monsters of metal and fame, ard the proces 2 beth cently and arduous in the exp 
‘This limits their number, making them almost the stuff of legend. Bus with the dark imaginings axed lomeits of deadly craftsmanship the only end to 
the terrible forms a K daai can be fashioned and shaped into, there bave been those of Hasteus’s priesthood wibe have met sbeir cursed doom tarty, as. 

the power required to make their glorious vision real bas slipped from their grasp. There are these maligne Sorcerer~Praphets that have surmed this to 
their advantage, entering into dark pacts of trade with other evil wizards and sorcerers, granaa che head power of such  bellish creation ~ 
in return for some vast and unholy price, knowing full well that the K aai’s power ix \desractive amd more than likely to hern on 

that try to wield it without sufficient caution 7 z 
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OPTIONS 


K’daai Destroyers are singular constructs, fashioned to the desires and diabolic whims of the Daemonsmiths and Sorcerer-Prophets of the! 
Dwarfs that forge them in Hashut’s deathly fires, Accordingly although all are large and bestial, some may be created in the image of a great 1 
bull, another a Rhinox or even a dragon or some twisted creature conjured from the dark imagination of its creator. All however are beasts 
blackened and jagged metal suffused with glawing runes of binding and alive with hellish flame. 


Any K’daai Destroyer may take one of the following upgrades reflecting the form in which it has been created: 


aasstneenee seveenrenerencrvennennevennereeenisesnasaD) 


* Razor Horns. 


Fashioned in the shape of 4 great bull or Minotaur, the charge of the K’daai Destroyer can shatter a hillside, The Kdaai Destroyer causes 
& 


D6 Linger hits, 


* Gore Blades... 
The Destroyer's body is covered in barbs and blades, making it al f 
to sheeds in the attempt. When fighting the K'daai Destroyer in close combat, all To Hit rolls of aI" by the enemy inflict an automatic = 
Strength J hie on the attacking unit or character, a, 


* Dark Colosae oo eoatennsen 
‘the K’daal Destroyer is a cowering monster, larger even than others oF its 
to crush foreificacions and mighty beasts beneath its burning claws and leave the earch an ashen waste in its 
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ed with brazen wings infused with sorcery and the blood of a Great Taurus slain in ritual supp 
K'daal Destroyer now has the Fly special rule and a Strengeh 4 Blaming artack breath weapon, 
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: Bull Centaur Render 


other had been twisted into the closest semblance of the Father of | 
new ‘blessed’ kin have been born — usually to the death of their unfortunate dams 
to serve in turn, This number however has not proven enough, and Hashut's inve 
tampering with their offipring using horrific magics, and even fusing them into framewo' 
their temple guardians. 


As well as serving as temple guardians, the Bul Centaurs are also entrusted with dangerous tasks by their masters, who trust them implicitly. 
are hulking, savage creatures whose strength and endurance far exceeds that of a Chaos Dwarf, ‘and thanks to their strange forms they are far s 
in battle. As they age, thet? flesh hardens and distorts almost to the consistency of living metal, and rather than heal naturally from injuries, they 
instead rely upon their Sorcerer-masters to repair their wounds with poultices of molten mercury, steel sutures and brazen splints, Althaugh as ke 
witted and intelligent as their Chaos Dwarf brethren, and utterly devoted to the worship of Hashut, their Father of Darkness, they are even swifter 
‘anger, and are often otherwise preoccupied with a great hunger for flesh. A good number of the slave-sacrifces bound for Hashut’s temples will art 
be rent apart, torn limb-from-limb at the Bull Centaurs holy feasts, as while slave meat is a common fare for the Chaos Dwarfs, the Bull Centaurs 
«prefer their meals both alive and screaming 
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Bull Centaur Render 
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SPECIAL RULES 
Fear & Scaly Skin (5+). 


EQUIPMENT " 
Heavy Armour and Hand Weapon 


OPTIONS 
Bull Centaur Renders may take one of the following (all Bull Centaur Renders in the unit must have the same upgrades); 


® Additional Hand Weapon 
® Great Weapon. 
» ® Shield ...... 


“The flow of slaves t8 the Dark Lands 6f the Chass Dwarfs feeds 
te preat nceds: the spnovlingmine pits and the bldidy longer of 
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agit regal griffins amidst blood-sowked battlefields, Tough 
dread one the way to the batslefield, His proud war horse had 
Meal by 4 cowardly rain of arrows or bound and tossed into the 


he Cirblioas bed boom ambushing travellers and feeding shen 10 


» New be woud mover be part of an epic tale, nevet be known 
fe, only thus wart-ridden monstrosity, a creature fed and 
crip om bis swore. Raising the blade high he summoned wp 


ected 


see-om dix arvmosen the crwatune barely seemed to notice him, Balf blind vn the 
semoieudly ae tts legs amd crtting inte the rubbery flesh of the Ub 
of ws ani-libe tormensor ated staggered backwards « fre thunderous 
wg she creature reereat, wat filled with hope. Siord held potted in Me 
“dL nvcpraveed wo deakthe moomstrons Squig a vital blow, The beast, wlthen sill 


sounds it anal aovenchesd wie tt jagged-tootbed Man Wish a ving 


ran tony 


we, 


voids aveck chon a tremenclons belch any forth from the Saqusg's pargamtisant - 
callie Witeb a diel! clang Morbolt i aporal fell 10 earth, Iying fortarnly 
shougbifielly, shew prodded 1 w th ome immense foot, When it bis 


Revdveen selhlod wonders tousards the darkened shadows of the foreit, 


seed evading 


W 


straining power of such an unnatural entity, 


/ 

) 

i 

ee 
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SPECIAL RULES 
5+ Ward save, Hover, Large Target, Terror, Unbreakable, 

y, Unstable, Incarnate Elemental, Consume Life, Amethyst Fog & 


the Hourglass of Shyish. 


unit or monster in close combat (this includes running down and 


| Consume Life: If the Incarnate Elemental of Death destroys a 
} destroying a flecing init), it immediately gains D3 wounds, These 


extra wounds first.replace any that the Elemental has lost in combat, 


and afterwards ate added to its starting Wound value 


*Amethyst Fog: The malodorous vapours expelled by the Incarnate 
Elemental of Death reek of the grave and visit horrific injuries on 
those caught within them, withering flesh and stealing the breath 
of irs victims. Instead of attacking normally in combat, when it is 
the Incarnate Elemental of Death's turn to strike, every model in 
base contact instead suffers a wound on a +++ with no armour save 
possible or D3 wounds on a 4+ with no armour save if che model is 
a monster (monsters and riders are rolled for separately), This is a 


magical attack. 


are 


Incarnate Slemental $f Death 


1en the storms of magic gather there are some wicards who would dare 0 summon the purest and mast destructive essence of oe of the. 
mighty winds of magic and bind it to the shape of spirit-creatures forged of tempestuous forge. Of these tervible beans few. are as Rand. 
quintessence of the Amethyst wind of magic, Shyish — the dread Incarnate Elemental of Death. “Sieg 


* Those who call forth an Incarnate Elemental of Death risk bringing about their own untimely demase, for £0 summmone sick a foarsonne 

invite death itself unto themselves. Eerily silent save for the whisperings of the grave thet fallow in its wake, the Incumate Blemental of D 
nightmarish apparition, two dragon-like heads with but a single twisting serpentine body, bound 1 the mortal realm by the poner hed we 
| Shyish horologe. This hourglass, legend has it containing the dust of'a king’ hones, serves as powerful arcane fs ated omy this sable te cm 


Ibis said that anyone that glances into the hellish eyes of the Incarnate Elemental of Death will see theiv evn destrmction, but if they have. d 
lose then they are undoubtedly doomed already. As rearing up impossibly on its twist nig, sinuous buddy, the Incarnate Elemental will serie ati 
with a speed few can escape, either crushing its foes beneath the coils of its twisting bodies or tearing them apart with its two sets of manstnams jates, 


“Having seen the destructive capabil jin of magn : 
F T find tcominently suitable that the embidiment of 
the wind of Siryish tatkes the form of ioeele a beat” > 


doa Wea Type Unie 
Monster 1 


The Hourglass of : 
of death, the Incarnate Elemental may use the energies ‘ 
within the Hourglass of Shyish, the artefact thanbinds it to: 

realm, ro wreck havoc, unleashing a storm of deathly power ath 
expense of its own existence by shattering the hourglass. Ar thes 
of its player's Compulsory Movement phase, the Incarnate Elem 
of Death can shatver its hourglass, blasting out a wave of deal Z 
power All models (friend and foe) within 3D6° are immediately” 
struck as if by the Amethyst Bog attack as described previoushy 7 


When this is done the Incarnate Elemental of Death itself 


_. Do wounds with no saves of any kind (inclading Ward saves, 
Consume Lite, Regeneration, etc) permitred. This power 


be used once per game, 


= 


they rely on their poisonous aura to clear foliage that 


Warhammer world, In dense terrain 
§. nds to otherwise obstruct their charge, whilst their long claws finish off 
ks ave creature eakened by the poison they exude. So powerfiul is the venom that 
ey walk upon. Th Basilisks’ very being in fact that when brought to bay by 
vinous wasteland. hunters and struck, #t will corrupt and destroy the blades set 
nom that suffuse against them 
The most potent weapon in the Basilisks’ arsenal is their deadly gaze. 
ferring to skulk Renowned in folklore across the Old World for it lethal nature, the 
7 n ssilisks’ sickly pale eyes ave able to focus the destructive potential of 
Th i heir poisonous soul, withering thesr prey until its skin and flesh slong 
bra ” y. It is the dark renown @ Basilisk ze that ghsures that when 
enomou b tie reat storms of magic descend and binding scrolls une empowered 


f aaain, many a wizard will eagerly seek tosall them forth and 


wiledsh them upon a hated foe 


Type Unit Points 4 : 


s « : + ‘ 4 
° $ $ 6 Monster 1 325 
75 ssa 


z 
$ 
vi 
* 
E 


Basilisk 


‘_ 
sls focuses its dark malice upon asi 
aude blistering skin and metal, and flaying the target with! > 
J oower Once pet Shooting phase the Basilisk may selects 65 
cl within 18", line of sightand not in contr. This may bee 


Cad Bioes a me) ; We tas all naomi se single model within a unit so long sit isin he front rank on ma) 
= SS . scherwise be clearly seen Rolf'to hie against the target/as normal : 
I roll a D6 and use the fellow 

bat 


kk If this is successful 


SPECIAL RULES Maleficens Gaze: 

c ent G he 

Scaby Skin (4+), Ternen, Switvarridtc, Mein’ Seems, get, ies 
os 


Forcstetrider, Cold Blooded, Sure at Wiesel Malticase Gaze 


a shoonng attac! 


arremiing hak draws wat table tordetermine the effect: 


Aura of Viertal; The Rasiliet 


ng weapons and killing mee. 


dtoad> roveen mE 

Dé Result A 

for every abode! parniciparing in ecomiaris slisdt 1 The target is able to avoid the Basilisk’ gaze and theses 

nvolved (Including Priendty made eee ' * 
2-3 The target’ skin is blistered and bymed by the Basilisk. 

The model’s Initiative score is permanently reducedby 1 


exposure. Roll D6 axthe hepinmingat sack aumet ob comer 


o Jf combars , 

+ he « ce | 5 The target cakesa single wound with no Armour save. 

so maxim ~ 6 The target's body is reduced tod steaming pile a 

bbe taken against the Rasiisst atthaagt 2 flesh. It is immediately removed a5 i casualry regards 

Magic Resistance maybe as of wounds, and ifit was part of a unit then the rest oF che: 
venit takes an immediate Panic test. No'saves of any kind 
are allowed against this attack * 


= y < idle 


affright and ravage our world are descended 
that even the ancient Slann 


haere care Tne Salas wr wIMNE 4 
n some part, € ace whi reece poe Te sragen-arre of td, bern inte being ~ long age 
mucmier The sages Thatt generat TAS sii inmisy, Gite direarms unravelling in the dawn's light. Others, who have 
oe eeirh thee aver at ee Sage SS upon the world with the great 
1A sp unit The grat vad erste Stare Of Chavos that wrath and snarl at the uttermost regions of the 
vy they, Teter seats: rngtit as described Gnvish and outlandish tales and origins, while some such as Bs 
va sual coma gprsringy wears af a Spmgrera’s Witch Humters see 1” everyching the immediate wellspring of the 
slings of Damp: wer IE JC sack horvors in the flesh, either as the subject of their craft, 
- utzon of chase origin oF place in folklore may seem an utter irrelevance — 
r st be remembered that in 


card gpucting clare However it mus 
+8 that knowledge itself is a weapon, and often a 
m noble knight to Battle Wizard who have 


ves of tainted sludge und oe 


" nce that stretch acy 
Chaos Wastes, Dred Minn ane ng ctretch across 


§ are one of the vilest 


“1 have covered frm there Mighted lands. The first sgn of pti a da cap moana 
hoes baa minous rigubline from beneath the ground ohn tte rare a 
vad Mans grind and chew tbeir way through the earth nef ie ; 

"ay crnpvion of mnaland the stncb of putrid dimeas ther 


d throngh j 


gro flesh 


studded with rows of sickle 


shaped teeth 


td Maws can seize and devour a fully 


naller prey is swallowed whole, to 


wrussly distended bellies their flesh 
¥y struggles can he seen by their comrade 


y to Dread Mates, Bursting forth 
dand ¢ on with their hooked teeth, they Mey 4 e 
he greatest of beasts, eviscerating thems from of diese ax pease os r arvewmniien 
M WS BS Ss. T Ww 1 
Dread Maw : > aA la Type 
0 eS) Sac DSF Monster 


* Hooked Spines. 


sins the Devastating Charge special rule 


* Clawed Mandibles . wonacen 


Gains che Armour Piercing special rule 
‘ 


somwnennet® ATI 


to their move foe the ment 


* Slime Spray 


Gainea Breath weapon thar forces any unit under the Flame template to pass an Initiative test or suffer -2° 


= Wed covsenenanedt® peti. 


Dread Mawin close combat immediately suffers a single S4 hie 


* Poisonous Blood . a 


Any model chat infices a wound on the 


SPECIAL RULES . 
Herron, Lexpace hies (D6+ 1), Random Movement (2D6)", 
orn, Sealy Skin (4+), Cavernous Maw && Tunneler’. Sve man master trovering x Dery 


Ried 9 far Cathay feorrs Te SRARINY SEIN 
The Dread Maw has two aulditional $6 Chomp ei i. N 


Blow,and Multiple earth that precedes 4 4 Meow ante 
sepcm sine saan areal prrnet dye t 


(Cavernous Maw 
racks. These Chomp Attacks have the Killing 


Wounds (196) special rules en the mist 


17 MSELESS ARARNST CHET PROTEINS ABN a] 


“Hwnnefers The Dread Mawimoves through the ground to get to mS 
\ix proy-easily tearing a path through earth and stone, Ir moves sarc sind eevily-Laken si 
Peeene ry the aative fashion as a creature with the Fly special rule 
However Tannelers do not benefit from the Swiftstride rule. 
‘Adkdicionvally, a usnnie with chis cule also has the Always Strikes Firse % ton Hee 
eolal Fale on a tue in whieh it charges, and any unit charged by a Fasc: Aeveial : 


’ - 
‘fanieler does noe yalnany bengfie from snuleipe ranks in the first 


found af combat 
Y 


- ™.- 


Necrofex Colossus 


fie baleful art of necromancy has born many a miorbid creation into the world — from the animation of human carcasses into vear-mind 
zombies to nightmarish and insane creatures, part dead flesh and part automata, brought to unboly life te serve a Necromancer’ foul p 
shis Latter unballowed form one of the most singular and terrifying are the ‘Necrofexus Incabula Macros; as they are nagmedd in the ama 
- of Van Hel, and more widely in arcane lore as Necrofex Colossus. ; 


These creations are the greater workings of the Necromancer’s dark arts, far beyond the abilities of mere backwoods vorpse-dancers and the sa wervie 

chatelaine wizards of the Vampire bloodlines. Instead only those Necromancers of singular power dad (arguably insane) vision such as test 

scions of the Necrarch and infamous necromantic masters as Sorn Ghoulskin and the legendary Van Hel himself are able te fashion shen. 

i colossus vary in size and composition, but always hold true to the same basic form—a monstrous humanoid shape, akin to 4 Giant, fashion 

a frame of timber, iron or bone, onto which the flesh’ and musculature of the dead has been bound and shaped, with scores er sometimes 

i of corpses used in their creation. Their horrific bodies, cadaver-stitched and sealed with human fat, are deft headless during the long beurs Fark 

and terrible rites needed to prepare them, and when the time arrives to breathe unholy life into their forms, into the wound-like necks of the 

monsters living humans are lashed and sewn with profane surgery. Strongrmust be the soul of these living sacrifices, for only through 

«and mind acting as a focus for the necromantic magics of the magnitude needed to animate these abominations can they be controlled, and shot 

the soul of the ‘head’ perish, the whole creation will be torn apart by the hateful undead that make up its fabric ina self-destructive frenay. Bus if 

these dark and blasphemous rites prove successful the Necromancer will have created a truly terrifying monstrosity, a giant of wnliwing fletb tas fea 

neither pain nor injury, a walking vortex of deathly energy around which the souls of the damned howl and against which we mortal cam stand. With 
so much unholy power concentrated in their forms, Necrofex Colossus are no mere mindless thrall, but possess deathly wills and dark appetites of thei 

- own, and will ofien outlast their creator or even prove their undoing should their master's control slip even for & moment. \ 


; In the history of the Old World, the creation of Necrofex Colossus has been thankfully rare, but in their terrible wake many dark stories have 
spawned, from the terror of the ‘Gallows Giant’ of Bogenhafen to the ‘Deathwalker' of Sorn Ghoulskin, who fashioned perbapsthe largest Neo 
\ Colossus from the wreckage of the ‘Iron Fetter’, a great galleass hulk used as a floating prison, after it sank in a terrible seorm he heed sa amonied, 
articulated it with the bodies of the drowned. Perhaps the widest-known example of % Necrofex Colossus in recent times belonged to the vengeful. 
Infanta Leanora Navrre, now known to-fable as Darkness’ Daughter’ who, after being outcast and hunted by che nobles of Estalis for ber terra 
crimes, dared to bind herself within a Necrofex Colossus and ravaged her erstwhile domains for more than a century like a daemon. : from 


Sas, E MWS <oBS Sts TOW) ake A Type 
| Corpse Giahe 6530), Ci 6 ee Oe aa ca ene Monster 
} Nightmare Colossus 8 4 0 8 7 10 1 *, 10 Monster 
Eg er Ee 


| 


: Only the hnomans have the wit th-see it We Druchit wre ts 
#0 greatly with the maladies Of spite anu melancholia, dur palettes 198 jutded 


- Aa for the vest ~ they are 100 brutal, 10) vnsubtle, br simply 160 arrdyent.and falbets 
admit the truth. Only those delightfully insane, short-lived creatures called Ma = 
born astride a grave compared 1) 15, and yet always ad dew peratels y jnogry 13 ob on, & 
exist, whatever the price. The truth is bred in thetr bincs, Only they cad work: 
depraved winders of tortured corpse and bitter desing, Only they trily see the, ie 
One day, stim or late, despite all nr sbrceries sand ner hubris, only ine 
; ; and Tname him Death, 


ode Pre 


CIAL RULES Spaniel Arends: CL ocaiwee 28 nghewmaniah power andl 
‘Terror, Unbreakable, Unstable, Special Attacks, Vortex of Doar ences. & Newent Oniwrcone uakoone of cuambierol 
do lowe conmmtban, Relea cope off eho Ralliowsing each round of coun 


Enchanted Attacks, Largest of Monsters (Nightmare Colossas 
only) & Colossal Beast (Nightmare Colossus only) when & 


© Barrer and Std: The Neceotion Collesanas thailand sama 
wopconmaes woe Be tnacealve Harms, Chaise cane ememmay dine! 
f eadttos Deeb aceactts, 


nw dhe Newtnten Cidkncuss) cage 00 srl ¥ 


a 


Enchanted Attacks: The Necrofex Colossus’ close combat arcacks 
are magical. 


z 


covenant — NR : 
¥ 
Vortex of Death: A Necrofex Colossus is an abomination against © Uenpaic: Ds Necootts Cisse Unngaes a: singh foe os 
the natural order of the world and a loadstone of dark forces which mmewdvgnen thew lend atten se oie hau sau Brows thee 


cing nde ve, us commence ~ Chae wnodel sallieesa, 
woth dhe Maro Killhigg Blow special cake 

© Seog cl te Dinan Solexs 2 single cncemy ani ia] 
Yoo Dave oe Neveotion Oolonas aind adil it 7 


sustain it and renew the countless cadavers that make up its body 
with their unholy power. This provides the following 


© Deathly Regeneration: A Necrofex Colossus has Regeneration connect, Rall ‘ 
(4+) excepr against Flaming attacks and magical attacks Loadontie waloc so eho coals Is eppencat chen sollta DG am 
* Power Amplification: Any Wizard attempting w cast spells wide Whe Ingdhow Londlondvgp wahac tin che tangeeed unit tothe: 


cownihy. Woke Newent Calloaus! scvee is higher, che number by 
whch che beasts Sue dus dewm Soacen ix che number 
on the cmvans. No Anmowe saves unay be alien: : 
Wen edad are Undvonkablc oe menace 0 


< emma oo hn acta, 


either from the Lore of Death or the Lore of Vampires within | 
of a Necrofex Colossus gain +1 to their Casting roll 

© Power Disruption: Any Wizard attempting to cast spells eiths 
from the Lore of Life or the Lore of Light within 12° of a 
Necrofex Colossus suffers -1 to their Casting roll 

© Undead Valnerabilities: A Necrofex Colossus suffers extra 
damage from any specific spell or attack noted as causing 
additional damage to the Undead. 


Z 
OPTIONS 

No two Necrofex Colossus are quite alike, and are instead the product of the dnaihe amine Bnd ees smiggenacann ot the Niccs 
has fashioned them. Any of the following options may be taken for a Necrolex Colossus at the cost indioaned 


* Scythes and Barbs wonveveien J ™ 
The limbs of the Necrofex Colossus have been shot through with broker owned Madey, quot OURS sate duoks and scythes we cut: 
its enemies with and rip open their bodies. The dice rolled for the Necratex Oakes Dhumicoenme unt Bacwce aad Slash axtaclhs: 


re-ralled if desired, but the result of the re-roll must be kepe (even it i worse 


© Corpse Killers....... meveeeverevecoeneerttee lneoepiiedndin . 
The dead reach out from the body of the Necrofex Colossus with grasping hands wnt Seoner seek ne Same chemsctves ce any BIR 


creature they can and drag them into the seething mass of the Necratex Cokwsses Doty AYP apriname agp 2 cack Close Combat phase 
addition to its other attacks, every enemy unit in base contact with the Nocrotex Gols suitors De Song 2 sacommasic Bis 


a 


© Vampire Blood .evsoserssssseen aeeen sae us 
The flesh and blood of Ghouls and Vampires have long been aved in a Novroter \ cna, snlifansing & wah 


to suffer from a black hunger it cannot satiate, The Necrotex € how metoass che Rogoncvamnn geen’ 
(3+), bur must always attempt co charge an enemy if one is available 


* Dark Soul 


*On rare occasions a Necromancer of Vampi 
A Nectofex Colossus may be bought up to four Wizard levels ‘a aepaied Waly wm deen dhe Newmadion Ooliossans” 
choose its spells from either the Lore of Death oF the Lore of Vampires Nowe dh the Voewen of Death speuial wale wall them 
Necrofex Colossus itself. However, should the Neerofex Ookesas suffer a miscas (and serves ah alison ee . 
: Colossus permanently has its Toughness value reshaced by 1, asthe tasklash af We amma Gamage dhe very Be 


re is themself bound within the Necratex Closuen cecusiing-a mansner off teal 


fat ned beg 


TIONS 
1 pro 


© Lash Tail (Grants the Brood Horror 1 Tall Actae 
© Rusted Armour (Grants the Benod Monrara 5+ Armowt sete) i poten 
Skye Claws (Girants the Hiwod Hare's attselee the Arinont Piateing a8 wal vid 15 pete 
leave 2S poles 


Pestilens Breath (Cranes a Strength 2 Hegnch weapon let te Aeimalt 


SPECIAL RULES er 
ive Weevend Verret era ha wars + servos cron Aearaage 


Large Target, Puisoned Attacks, Seublrora, Terton Kepenerate 
4 Scien od Mie Wandin, S108 on caluen: se 3 eons Soe 


‘oul Tehor & Linpaet Hite (9) | 
ch aves Waeklerd fear 17% penne 


hagrnee fnew Feral creel 


Foul Felion: When dhe fyood Dtorrar diet i voll 
ot tee hig, All oles 


Bill andl chi halgligeneed cenneiiee 


‘of poksgnane 
Hew Horror aftes 26 Serengeti 2 hate 


tev base eoevnagt wtels te 
distributed as shooting atoll 


». 


eo 


eS ie 


? Swalted Vermin Lord 


mul and cruel in that mdibegotton pen, (i 


The Vermin Lords ave the aveb-dacmons of the Skaven god the Horned Rat, and embody all that 
Y men. At once mighty and vile, canning and savage, they are creatures of creeping decay and lightning-fast fury—they uve rin Wade 
Huge yet lithe, Vermin Lords ave horrific creatures t0 behold, somewhere in form between plague rat, human and daemon beat, Ne te 
identical, bus each is marked with the signs of rank and potency in the Horned Rat's service, with great spiralling barns erawning Wete Bente 
black burning blades and glaives clutched in their grasp. f 


Even the lesser amongst their hind ave beings of great power, malevolent intelligence and incalculable malice, and flv ane te be manmaned ti 
world of mortals is a dire matter that no Grey Seer engages into lightly and without fear, for a Vermin Lord is na brute beaut ta be cont 
4 being with its own malign agen is wiser and more treacherous than any living Skaven could hope to be. But even within the wiiky 
impossibly powerful entities there ave those whose dark majesty exceeds that of their brethren, these so-called Exalted Vermin Lovts may’ i 
be ssemmoned across the veil of realities in times of great slaughter, suffering and death, and when the winds of magic hawl in tempeh, Been 
dangerous and intractable than their nightmare kin, they demand the death not of mere sacrifices ov the carvion of the battlefield acmate dit 
rather the destruction of entive cities and the ruination of nations for their pleasure before their power is wedded to any cause, even Uhat of thee 
Lords of Decay, 


p - 
- MWS 27B8 5s S)) Sow) MRR AS Type Unit 
Exalted Vermin Lord = 8 8 4 7? 7 7 9 7 9 Monster, Chaneter 1 


MAGIC 
Ag Exalred Vermin Lord is a Level 4 Wieard who uses the Skaven Spells of Ruin and the Skaven Spells of Plague, ancl hay adeess (0 the 


Thirteenth Spell. 


EQUIPMENT fear mate ve 
* Direglaive (hand weapon, see Special Rules below) Recently come into my possession is 4 sevoll purpanted 

and command an ‘Exalted Master of the Budlen Hatt 
SPECIAL RULES purchased the document fiom my contart in the Tewemalin 
Always Strikes First, 5+ Ward save, Large Target, Terror, Fellowship, who claimed to acquived 4 fiom some Detten 
Unbreakable, Daemonie Attacks, Direglaive, Withering Flame, returned from Tilea, who claimed to have verteved 
Unetable & Loremaster (Skaven Spells of Ruin and Skaven Spells a ruined city swallowed by an enormous swamp, Od ley 


tried to impress me with some gibberish abou wate that 
men, but Lam no mere dabbley in the forbldden to be 


such mythical nonsense, 


of Plague). 


Daemonic Attacks: Being, « corporeal manifestation of the a 
malignity of the Horned Kat, all of the I salted Vermin Lord's 


attacks are syagieal 


Perhaps this creature is sone kind of demon, pewifdldy 
by an errant scholar? Yer according to the ancomapedi 
creature is ‘lithe and possessed of bore tignsen! 
unlike any daemon I have yet encoun han 

edsily solved mystery, It will take perhaps ada ta ia 
will contain any daemon born of the powene 
shall see exactly what this creature may bean 
wrest from it, : 


DiregSaive: Attacks made with the Dire glaive have che Multiple 
Wounds (D6) special rule 


‘Withering Flame: the Uxalted Vermin Lord can wnleash a cascade 
of withering yreen fame that corrodes metal and blisters flesh, 
Withering Plame is a shooting atiae {with the following profile: 


eae Kanye Me Special Rules oe The final pages of Maxivailion 

Withering Plame — 12" \ Martiple Shots (D6), . discovered in his blood-soaked “1 
Quick to Pite, Poisoned . : 
Attacks, { 


UVUBUL 
> 


SPE S 


Terror, Unbreakable, Unstable, Haunter of the Dark, Killing 
Cold. Carnophage, Obstacle Strider & Chomp Attack (Killing 
Blow). 


Hunter of the Dark: A Mourpgul is a thing of shadows and icy 
fogs Despite its size it can slip unseen through the darkness and even flashing axe- 
ac devlaghe seems to waver like an evil mirage ungil it fastens its as death... Day and night have become a grey twilight t2 
< chirp claws around ies vicpim’s neck. Mournguls have a 5+ Ward me, and could not say how fong that was or how far 
save againse Shooting attacks, Magié Missiles and Direct Damage : realm pee pyr agen — 
spells. Noce chat because of chis a Mourngul is not considered to bea these few ne ny feet Coie eo - 
my sanity... 1 cannot account for m continued 
bist my wounds have at least sto Gleeding, and save for J 
piel Arar ahr veeap hrs A 
ir pain twoadim it was, a 
cud warm agi. fol have yy iron. £5 
at is all 1 think of between dark waking dreams To mot 
dare to recall. It is for? samme 


as eee 


folder, Many 
crminone mantel 
and cratching of 


Lon heegs for study 


Wolf R, 1 


<, nat ewen the 
from the 


s: are kept by 


Wolf Rar 


BY 

- 4 
eke Sie 
4 Kini 


-_ 


~ 


oo A 


OPTIONS 


f Rats are diverse and cwistedl cuqatures, Prone 0 Mutton and allticeed 
by 2 Wolf Fat wnte (all Wolf Ras bn the winit anost have the 


by their foul appetites. Any of the following upgrades may be tallaem 


ane wipygrade) 
+ Pox Feeders , Fi 
! (ruc ro their dict of diseased Cattlon, WOHERats have Dawood Atucks —- *hpemreets 
© Warpstone Shard Teeth cesses f t ‘ 
ome Clan Skyre Warlocks augment Wy ayes Neer aE arene + 10 points cache 
7 “ eB elk CoemUCER Fangs and chaws with warpstone impregnated impl ving the Wolf ars che P 
<rmour Piercing ant Warpstane Weapon (see the Skaven Army book) special rules tore i ad L "a f 
’ . Boned e902 WOR I R Ad ade We NENW 2 spade 
tany times the size of thele kin, these axe swollen bevates with a linitledt hunger The Wolf Rats gain +1 Toughness and lode 1 Sesiacine: se | 
SPECIAL RULES . = 
Swiftstrider, Go for the Throat & Tide of Death Sac ef Dawes The Wulf be igi spaclicaslanrnetie 
; © wmaally close to the point of starvation, having killed mow of: ce 
Go for the Throat Due to ahais ewitines and bloodtust, Wolt suvaller prey creatures in their pack’s territories. Showld they be” 5 
have che Always Strikes Plesk apectal tule on dye earn Gh etic sunymoned to battle their hunger will ar 2 searing Gros 
‘e - “othe ranks of an enemy unit, cheie strength being bolseesed wis 
each mouthful of blogd-soaked flesh they gorge themscivet spon. 
A Wolf Rat pack will gain +4 Impact hit per poine of ramle bom: 
¢ dhe unit has. 
“ : ee 
. Oo 
veny* > y » : 
© + le 
lyef ft agmae beeata tm try thes OnVReY Divers, Crpse hgords, greenskins = pe 
wd dnce Dever Ried aaah with One heads det with a lnonting party Mt the © * 
D> ves kowaled, bree wheats gtctc ket NaF che bills war Helmpart was like nhing me © 
+ lee Douek Iuated scene lnoteres Senanenny cing they were, like nets but bigger that 
‘ we fs 
“a 
wala and pastas damned quick! A 
; Per 
Nii kattow » first td tmeascet OFF his horse when td Of the bissdthinsty 
‘ a tos oS » 4 
’ . : , spied ay, 
ronits Leaepeeee Aine frame Ce crea etther site of Hie path, Leith was next, then 
cits Leap e @ a ‘ 
Grimale there Berehaare all bacmnatywny woud ripped dpen, biceding bt : good a 
» , “i. q 
fests befive ettey Of tee. eat Of ts CONUL DATE HE Then the wb were alive with 
(i ‘ = 


) * 
the vile cheings, arty Dike macdrs om pias. 


] dat i eight lod de ant af there éfchore. Tm nit dldbdy stuyid! 


Vo whatut 


rehlands, dwelling in lonely 


wering monstrosities are 


and thetr cruel intellect, altbough 


= 


| Least stm of Farnix, monty 
firewire his Allegiance bal clan, nS 
prerdgrres bts Sine, Filsome service, ‘ 
Se * “ 28 Chass’ dork lords, 

3 Firoutr the (pts gifted such slory of war; 
such blisdy victtry, that all his kin : Pe 
soeyed hime gladly till great: grew hit hist ; ici 

of basteke-wringht warribns.’ 


: Férenatr was woudine, lust. for power his bane, 
trtch suctulered, his masters brought forth 
a cene mall his slid. 


Srichers, sins, all skeffered his fate, +H 
1. Sbfiacea mbm im fron ad thoneght, 
millon amet twisted, firrchless hearts made plain. : 
7 
oa 
a =e < 
. aaa 
MoOWS BSisSee 8 Wie 
Curs'd Ectin 6 4 3 6 6 6 6 
a me, “ 


seenenseshnnsneneee 


© Gibberet .......-eeeerr saeweseeneneenstnnnnnenevassannaniat aeeoen . 
One of the Cursid Extin’s heads bas devolved into! imbecility, drooling and wailing constantly. All enemy 
ay 
Ps 


Curs'd Ettin suffer a-1 modifier to their unless Immune to Psychology. 
< 
» 


© Scaled Horror ..sen-seeemeem eneeeenennnenneesenenunnnenmeneamenananianre 


Amongst those Cursd Extin clans living closer to the Chaos Wastes, some are born, ° 
his foes are rewarded with gouts of poisonous The Card 
suffers D6 


rancid and poisonous. Should such a Curs'd Extin saffer an injury in battle, 
wound in close combat, the unit which inflicted the 


and do not affect combat resolution. 


Ertin gains 24+ Scaly Skin 
§2 Poisoned attacks. These a 


6+! Impact hits and +1 Attack. 


exsnyeeeneennesmuannne annnsanetbon 
Se heir old eribal magic, and 

S Cursd Extin retain enough al mag 
Some Curd Ex Homme Handa barbecomcss Lewd 1 Wien So the Lore of Sh: 
me analiy wil sil (no Leadership rest required) * 


the Curs'd Ectin mascast, their 


rpetoyd eon cae 
SPECIAL RULES sc a ane 
‘Terror, ‘Feo headed, Hammer Hand, Biter Cracky, Obsacie against g 
Strider, Stubborn, Swiftseride & Regencration ($+)- 


sno ended: The Cars Ertin has two distinct pnonsliss 

Two esd perfor dominance and cara: DeSPGSSs = 
controling player sects which personality # 00 Bs 
start of the game. At the end of any warn & 
has suffered a wound, it muse takes 


Fimiry Warriors 


¢ ]o isolated and lonely setthemenss ont fog-shresated oe amd sename Soy che bimterlands of the Empire to the edges of far 
creature of horrific legend made marsfess. Cold aoa raed amd mghtier than any man, with a single Mie 8 
jagged fangs, to some these scaled naghtmuares are decomures Mecarmate, but the truth icmuch stranger and darker, 


* Once when all the world was fig-sbrovcdecd and dart, legend has it thas these cyelopean fiends ravaged the Old ld hahaa 
down the cities of the High Elves and scruggiomg ine bloody comiict wath the weld men who dwelt in the ands that would millennia later 
Empire long before Sigmar arose there. Fer centres they maarod she prasses of the dark gods of Chitas and many creatures, naw long forgotten, 
butchered on their gore-splattered alars. Them thew Smee came re 2% ed, the world changed and the fickle lords of Chaos abandoned 


lingering death amid their crumbling fortresses ad lest ory 


Now the dwindling Fimir, degenerase and masligm, vl be plectong pvtty raids within their forlorn strongholds and nursing biter! 
those that now rule where ance they wore muasters. Larger sowed mune fervcxens than their sorcerous Draich brethren, with tails tipped with 
clubs, the Fimir are mighty warriors, sheir deaths LD bat imemane to pain so that each can shrug off blows that would killa 
outright. They now march forth from tire fea remssning bation Fimir holds wnder dense blankets of fog—summoned and controlled by 
talismans forged in blood and bronze by tive Dreaset arad cheer toad marrsants, their goal to tear the warm-blooded screaming from thetr. 
homes and holdfasts. 


Few wizards possess the means 00 call forth che Fionix from Shete places of bading—for these creatures swore ancient oaths of service ta the. 
- Chaos which were committed to binding scrolls of Rarved skin ix he blond of races Jong sance extinct, and fewer still dare to use them. Those that; 


this dark knowledge though can summon fort back armoured warhamas of the Fimir to walk the Old World once more, heaving noting bat 
and: destruction in their wake. 


Bie eee —eee 


M ws BS S T W LA Id TroopType Uniesue om 
Fimir 6 4 2 4 s 3 2 3 7 Monstrous Infantry 3-12 - 75: 
Fimir Noble 6 7 2 4 3 3 2 4 8 Monstrous Infantry * 
e- ett. ee ee a sae wr teee ‘i i 
EQUIPMENT 


Great Weapon & Heavy Armour (this combines with the Fimir’s scaly skin for a4+ Armour save), c 


* Two Hand Weapons... casaasusacsnensnsanennstnannunssnnnneuenswwvsevesensvertnaneeseqvertas 
: ee ee ae 


i: 
SPECIAL RULES 
Cale (6+), Swamp Strider, Tail Attack (S$), Ambashers, From the Mist 
F Blooded & From the Mist. (ound Spell, Power Lave equadso/At Alcea 
Fimir,or $+ fora unit larger chan three, Remains in play 
; Cat ott Beane FO 206 for al Lendl sconsnel thered &. Fimir cravel within a dense mist to conceal their bes 
highest dice. protect themselyes from the sun's blinding rays 
the Dark Gods. If this spell is successfully cased 
melee attacks targeting the Fimir unit suffer an 3 
svodtfier and the Fimir unit can force any 
mamas cher) 


* 


CIAL RULE 
Alwavs Scrtkes Lase, Scale Ske (5 

‘ 3+), Desert Strid. 
Unbreakable, Unstable, Teerue, Lange Tanget mow = 
Shrine of Erernities, Laggost of Meagutrs. asa SR 
Curse of the Fallen BS tree: 


s 


m 
w 
¢ 


Shrine Of Ereenities 


it 


t 


The Gane 


Wrath 


¢ the Sands 


Curse of the Fallen: 


shee fens of 


onesies jaumgles of IPE 


Khemric Titans are strange creature-constructs whose inhuman 
strange creatui nstruct: 


with the Khemric Titan and roll a D6 on the followigg table. If 
the chosen unit is cither Monstrous Infantry, Monstrous Beasts, a, 


PECIAL ATTACKS 


uinds perceiv with threats ner seldom explicable 

: F ind deal with threats in a man\ 

© mortal minds, have host of means co do $0. 
inds, a a ir disp 10 


ach more horrific than the last. 


& 


order to dtcrmne what happens ech Clos Commbisr phase sit 
ye Khemric Titan isin combat, pick a single wticin banc conseeeaa 


nee 


2 
Mc ? 
fonster, Monstrous Cavalry or a War Machine (or characters who i 
are mounted on any of the above) add +1 to the result rolled 
“ g , . 


D6 ——Result ee 
1-2 Reaping Blades Y 
3 Flesh-earing Scarabs, 
4 Breath of Night ; ‘ 
5 Devouring Jaws Om ° 
6 Soul Slaying Hunger + Ae 
Reaping Blades: The Khemric Titan lashes outwith is massive. 


seothe-bladed forclimbs, cutting through the enerity like a sickle sorengh 
ripe wheat 
pe wheat 


The Khemric Titan inflicts D6 Strength 8 hie 


son the enemy, 


¥ 


_Flesh-eating Scarabs: The Khemric Titan unleashes asuotrm slifige>- 
‘eating scaanabs from its jaws. These are capable of stripping the bones of 


Jivang creatures clean in seconds. 


ength 2 Armour Piercing attitks 


The Khemric Titan inflicts 3D6 Str 
* 


‘on the enemy unit. 


The air around the Khemric Titan is filled with * 
th the chill of the grave, filling mortal 


Breath of Night: 
ng darkness redolent wi 


souls with panic and terror. 


The Khemric Titan does not atrack, but instead automatically wins 
che combat, ending that phase with the enemy counting 2° having 
by a Combat Resolution of 2 in the Khemric Titan’ favour. 


Titan's obsidian and onyx mawdibles 
sdamming shut with enough forced 


Jost 


Devouring Jaws: The Khemric 
yauem open to devour AN vO), 


crush steel < 


shatter stone and 


le model in base contact Thar” 


hich counts as magical and the 


1's player picks 2 sim 
le Strength 8 hit w 


The Khemric Tital 
model suffers a sin} 


Heroic Killing Blow special rule 


: The Khemric Titan releases 
gate to the realms of the 
black abyss beyond. 


Soul Slaying Hunge 
power and becomes a howling 
ng into the pite 


‘the souls of the livin 
i ee 
were a Breath Weapon ppaseli 
roll a D6 and on # resule bad 


ffected models must rola 
ds with no Armour save Thisisan 


Resolve this attack as if 
remplare*, All. 


suffer D6 wou 


vse more than once i i 


oe 


Note this attack may be 


aN Vi |e 
ERE RE ee Ee 


Ps ( 
CHA OMAN 


- 4 = 
‘wise Sucmanieyaigle Unde consinend of Lasts, Dread Saurians are one ofthe most feared: am sche of wil 
pan APs ethics of the deaguns fon suprennacy. The spiked fins on Dread Saurians’ backs brid ( 
so ranmino migomhcia baad nna anlbing fir prey to satisfy their unending hunger Once found their gigantis, r 
are * walter of Meus ihe Dred Susrssns trashing and shredding their prey until the i 
sass his Ba i “— e tare the cowering Carnot, Dread Saurians are few in mnie ot a f 
. suhiinpianciinfittizeanal sat andy be the arcane pour of the ceremantabermapr shabbedily Be 
2 ie nan dl gat Ina the haanees in chech,* $: 


Penh 0S Wmectin ile Ptcatn of Lacoaradrven cities as well a Lustria’s deep jungles, phe sound 9) 
sss 6» raomondainaus comple these beasts are kept as living shrines bo the Old - 
0 perpen ancl propbecy, the Dread Saurians are kept in lavishly decorated © 
a 4 of oll ldo and austere bones, the rematns of those fed 10 thems by the Shine 
‘ . en Ue cpreomenna ners Sear che mont precios relics frum the ancient days, tems af power left ” 
. : ey atin 004 ol Os saabertranctible ove the battlefield as they charge forth wreathed in flame or 


; 


: ‘, 

ests wil sar anad chant che ancient rituals of binding, sbackling 
she sorcerers and wicards of the younger races Let loose upon the 

ice inci: fing limed jars amd the divine of the Old Ones 


% pnciap chain 278 ig Ng 
pane ed patathabeeil Bbsleaher reepreeererereeerer rey t 


pk sar nc ce wise che spits: 


. 3 con: Sauna Nearing che crystal Known as the Eye of Tepok gains the Ethereal rule ‘ ? 
por xvercnneniens DS pains 
Fn Riva Onna sing@maigueation of Chote, the Deeod Saurian gains the Flaming Areacképecial wile and, 
7 ee aes URN x r it 
eatin eamesllpsicssensslepioreemsncssy fa 
aS. Picnionn i 
saainiignre tie noeer = ttt ES Thuncoul’s shroud. All axeacks vargeting the Dread Saurian suffer a 
ages sane ESE ren eey ena oc Undead in base contact with the Dread Saurian gain he Always 
Qerney Bien ase oe a cane ee x8, 
Treen Sacre paneeetns See Yh Dvcan} Sausian gaingthe U 


nigerns ial eS 


Speers neve ENGR ARTS 
© Dye Shadow “Behr 5 ene: 
SAPS ED AEE S ; 
SRA! HEN 


Dae Nee Up 


SPECIRL RES 


. aD 


yh we 


Réone Idsl of crirk (or pds sibly Mork) 


C Prashany armuured tnghe 11m het say neath tery diver pints, Reenre Dials 
embodionens of che cs ap effigies built im the shape of the ereenstern gies ded 
power drrows amd dresses ger + oom the bodies as they smash a brutal path of dertreection AMG i aime 
snew to damage or blood to spill 


+ 


‘wRS" 


to the blows being named ugum ahem 


ss, they are unmnentionably fetid and ditubod with obwiene ghana sagas 
vote much time to building them, bal when emongh Gren 
wportions as if ome of the ovnrtes end Pxaipales 
ser almost ever yehing, sevrding emp RDS RR. 
xd mor rest they dé mot tive Otek Fert omy i, Payee 
the next anc.and so on until the wrniy tx bed witerly eT OR 


Crudely fashioned Pum degen sum 


saller sinane x 


¢ Wianagh as tbe maghesse fOr emacs ave ne 


eed dure I 


purer that animates them. thar although vented by the rower a7 OM) 


‘e 
c when the wragic that animate heen toes On a Nae: 
ey 


metimnes years ov evem cemtnrres hater en Rad 


marauding Royrc anes 2 tor 2 powe rd to bind the creature, but without ve battle to wileash 1 Frey wp, 


sreacherons one at bess 


: ae Sage i oe Sah ena nnn 
M ows Bp s tT w ff A td) trom type 
Rock Pile : 3 ‘) 7 6 6 2 c) 8 Montes \ 
| Rogue Idol ? - a x 7 8 2 4 iD} Movivntet 
a Great Wel S 4 Olu 80) tos) lt eon 


a: Ce “sit ae sale elaianies 4 


1 SPECIAL RULES 
; Large Target, Stubborn, eevee, Kiting Blom, Scaly Skin (2+), IF itis possible fora Rogie tol eo CARRE AR SRSA 
Impact Hits (D6 — Rock Pale: De- 3 ~ Rague Idol; 2D6 - Great (however iF multiple rargeets ate WIEN RARE GRRE 
Idol), Largest of Measeers (Great 3dal emily), Colossal Beast pick which ty attack) 
Ei (Great Kdol valy}& Da Big Ue. 
; At the start of any turn that @ Regge Rial Bone aes 
Da Big Uns A Rogue Mdiol oi Gork (or possibly Mork!) 3s the not already in enna, ts playwe mune Ola DNS OA OE 
, personification of the spicit of che Wauagh! imbued with so much must charge a friendly unit (Hone ty avaliable sah 
Jecives undold scrap thar —__ round of combat fs fought as NOBMAL) DETAR pints 


hestial likenes of a available the Rogue thot bellows at ene On 
nothing this ener 


makes up a Rogue luel’s dod sara 
mighty Ore wartter, beh un Detaencur and sewagery 


~ potene Orcish power, che sacits und = 


omar Motrich, Genenil of the armies of Waren 


4 Formers! wildicrs are 16 comaider it their sdlemn dnty wet duly ev. 
. : % 
ilaoenincer thr Ore wien enchoencered, bt ald to topple all Orvidh any 

we leave a worse Brreat behind 10, ee 


troy, ubdebicrs Hono in vidlation 6f this drder Will Be BXeeneat” 


Skin Wolves 


"i al ends af : \ i sal that the Ruinous 

carey sere the jlraal cade ay” Oars, area many ave the dark horrors of twisted flesh and nightmares made re foe s 

A \ pons the tevnlid: ows ahaugg ave as smance as the Skin Wolves of legend. In the far north among those who dwell in'the shadow: 
Norscans, Raengar or Bung, as well as she shunmed comers of the world where degenerates root and fester such as the Bone Hills of 

Kens south of the Badlands. meyohs and handy tales yak af the Skin Wolves. Witch-cursed and Chaos-tainted, these men and women, | 


subject te savage appecites carry wevbin chem « aainet in the blood, a mutation that shows not readily as stigmata on their flesh, but sumbers 
beast wining to be unleaded dy bland and ancpeatahle rimal. : he repr tat 


? Me 
Where this borwur is relinasink, me moore cranylivmnation of man into beast is effected. Instead the humanosd wolf-thing, lean and half-insane q 
imsatindle boager, raps is muy Pally Aevweyd Sve ee bady of the man, which is left little more than shredded flaps of skin and chunks of bl 
by she frewing of ibe muamnsser: J & Shee clingeorgg shrouds af skin that give the beasts their common name. ‘These frenzied creatures, whose, 
formecal by Rureship tex of Mlnadloee ane anebrer, care mot what they kill in their bloodlust and bear no loyalty to any master, save the Dark 
shemselces. So 2 sonst nly oho mast aoecrngrlons Hisare wuld seek to bind them to sheir will by Kadon’s magic, and some that have done sob 
hed case sv Lamene shear chaive of wily, Ohely once dartle is spent and a Skin Wolfhas glutted itself on the raw and. dripping gore of its enemies 
rermibde ransforonacsone be vorerseel aed ee Boebinling and overworked flesh of the Skin Wolf collapse, then like a newborn the human roust tear its 
get of the meorestor 20 ome wee. «ae 


— > a ° 
M WS) BS s v Ww I A Ld ___ Troop Type 


Skin Wolf ; s 0 a 4 3 5 2 7 Monstrous Infantry 3-15 


SPECIAL RULES 
Fear, Regeneration (5+) X& Rreway, 


EQUIPMENT 
Claws and Fangs (Hand Weapon) 


OPTIONS 
A. unit of Skin Wolves may cagey the favour of ine of the Chaos gods. A unit may take one upgrade from the following options: 


i 


* Mark of Khornes... abeuneuaieenes 
The unit models gain +1 Seeength 


© Mark of Treemteh sow ae 
The unit's Regeneration tacroares to (44) 


© Mark of Nurgtes wos 


~ The unit's arracks gain the Noivoned ypevial rule 


©The units mockets gain the Always Strikes Pirst special ule, 


myth as Shard Dragons. Enormous serpentine bensts, Shard. 
rbnexs, pulling themselves silently over rock dnd shale on disturb 
7 hy nazor-edged and wickedly pointed, Coated: in blood and dec 
puncturing the armour of those foolish enough to confront such 
, Ae be 


ye beneath the mountains of the Old 
prowl the black depths of the world, s 
hensile, sickle-clawed arms. Their pale fi 
ceva, these protective plates are as muc 
atures in battle. 


yielding ferocity, and against their bestial kind are many entri: 
ey encounter, from the bulking white-bloated. | fungoid slugs th 
ses that brave the deeps in search of ‘gromril, and lay waste to 
surface ~ be they of Dwarfs, Skaven or Goblt 

& inte the depths, their bellies full. i 


ese subterranean terrors are reno: 
the great Books of Grudges lodg 
im the lightless seas of the under 
y Shard Dragons manage to break 
-y will reave bloody murder an: 


Lisa bh 


Brits 
a 
sers that claim that Shard Dragons are not pried é 
‘the world. Untold centuries in the lightless umbra have, A 
sch that they burn the very rock beneath them while 673) 
. and should they be overmatched and injuredthe Wn 


catures as much living nightmare as b 


- devolved remains of some dra 
th malign power and distorted sh 
exhale the vaporous essence of 


plode into a murderous rage the 
= ~~ 


‘Ss 


was the Dwarfs that first returned 
rning them upon their foes tor 
uld harness the Shard Dragons’ s 


Shard Dragon 5 


>ECIAL RULES 
error, Scaly Skin (2+), Stubborn, Wall Craw Jer, Razor Scales 


abid Frenzy, Armour Piercing & Large Target. 


azor Scales: Each successful save made by the Shard Dragon in 
ose combat inflicts one Strength 4 hit on the unit which caused 


1¢ wound, 


abid Frenzy: When the Shard Dragon takes its first unsay od 

ound it gains the Rabid Frenzy special rule. Unlike standard 

renzy, Rabid Frenzy increases the Shard Dragon's attacks to 2D6 in 
ach Close Combat phase. This Frenzy cannot be lost and remains in 
ffect until the Shard Dragon is killed. 


J 1.20 points 
Shard Dragon gains a Strength 10 
aused by h weapon ignore 


points 


on gains the Poiso cial 


id these fearsome creatures with gr 
The Shard De 


‘i cvnseea® poians 
1s harden to preternatural toughness, The Shard Dragon 


fsomeaf the most powertul Shand Dragor 


4 


4 4 
ed i 
‘ 
ae 
e | 
ae 2 4 ~ me { 
me = — 


A phe Gusta Frusbliviemer's Histories of the Northern Lands, VL 


. ved landwards by the stench of rorting flesh that pervaded the air during an outbreak of Hangfinger’s Pox in Nordland 
2 1230, the rie attacks 7. te Menwyrm along its northern coastline qu a earned the —- | place in 
the legends of that province. Having found a bountiful supply of meat in the plague-ridden fishing villages, 
Nordland, as it became known, plunged the northern coast of the province into terror for wee before it succumbed to a 
worse than even itself one dark and stormy night. 4 


‘Breaking the surface of the Sea of Claws clase to Massenfels’ harbour, the Beast made short work of the village's meagre 
fishing fleet, leaving little of its dozen ships save for gory flotsam. Driven onwards in search of more man- ; the Beast 
"then swam straight for the shoreline and the ramshackle collection of hovels that clustered upon it. 


As the ‘Merwyrm’s thunderous roars grew closer, the terrified villagers raced for the shelter of an ancient stone tower that 
A fong the shore. ‘ hen th ed it all stopped dead ir tracks, (ysed with fear at the horror — 
stood further along the shore. But when they neared it all stopped dead in their tracks, paralys fea 
that awaited them there. For on its uppermost point stood none other than the scourge of that province, the Doomlord 
Dieter Helsnicht himself. 


- 
‘Before any of the villagers could regain their senses the Merwyrm was upon them, hungrily devouring all it 
- up in its massive jaws, oblivious to the actions of the Necromancer above it. As the ravenous creature gonged itself, 
Doomlord raised his arms up to the sky and cried out a blasphemous incantation, and drawing upon the aaeas i the storm 
of magic that raged above him sent an azure-hued bolt of lighting crashing down into a massive totem ilt flesh and 
bone on the beach below him. 


7 
Without warning the Necromancer’s fetid creation, a Necrofex Colossus, stood up, its massive hands quickly seizing the 
‘Beast in an iron grip. Enraged the ‘Merwyrm turned on it in an instant, sinking its poison-slicked | ike into the 

cadaver giant's leg. Atop the leviathan the enthralled Empire Wizard Helsnicht had trapped into its as 
for his dark sorceries showed no sign of fear as the beast tore a massive chunk out of the giant’s thigh before s its 
fangs straight in again. Instead the Nec rofex simply reached down and sticking its fingers deep into the monster's t 
wrenched apart the Merwyrm’s snarling maw before flinging the writhing monster into the side of the watchtower with bone” 
snapping force. 28 


Protected by its thick scales, the blow merely winded the mighty beast and recovers quickly it od upon ‘Helsnicht’s 
macabre creation, its blood-stained claws tearing wildly at the roughly stitched cadavers. As it did so the mass of dare 
souls swirling about the murderous giant arose from their host and swarmed over it, futilely trying to protect their 


mortal remains. 


Long and furious was the battle fouglt between the two leviathans, the Doomlord’s cadaver-giant mching 
blow into the Merwyrm, the beast lashing out in return with pore ail It was only as the fimmers 
dawn flickered on the horizon that the Merwyrm finally brought the Necrofex Colossus crashing 
of Nordland was upon it in a flash, wrapping its serpentine bady around the toppled giant. Curling tighter and tig 
the frame of sturdy oaks snapped like twigs, shards of them piercing the heart of the Wiaard rapped wi it 2 
ee death Helsnicht’s control of the undead bound within the Necrofex Colossus was insta’ a Oe and they fur . 
tore each other apart, the souls swirling around the remains of the cadaver-giant screami 2 
descended on is veritable feast of oa flesh before it. f ig belied or * 


Its gory banquet was to be swiftly cut short asa sound drew its attention. Standir ; 
his eyes fit with an azure glow as he whispered: he'd read upon an age-tattered cao 


travelling st the Border Princes where the sorcerer Kadon had med. Enthralled 
Nordland quickly succumbed to Helsniche's will, and with wl challons dened ig Hevea a 1 
me darks of the Forest of Shadows, another adn w the army te Davo ms party fr te bores won 


SPECIAL RULE 
$+), Sea Coeamane, Powerful 


Terror, Scaly Skin (3+), Regenerate 
Tail, Enfeebling Cold & Abyssal Cloak 


SPECIAL RULES (MEF 


Poisonous Attacks 


SPECIAL RULES (PAGOWYR 
Enfeebling Cold 


SPECIAL RULES (SCIOWYRM) 
Abyssal Cloak 


bowers it through the 
\ 


jc to snap the 


This is a single Tall 


he Pagowyrm onta the 


« Pagowyrm subtract 
+ anits in contact with the 


cx surrounds the Scigwyrns fy” 
he Scowyrm are made at}2 € bite 


aoe 


-ssiage and hateful breed of creature that haunts 

mts of Bretonnia. So renowned is their ferocity thar 
sé wall draw knights from many miles around, 

prove their ruleur. by slaying the beasts 


ged creatures of Chaos, hybrid in form like the 


pon thetr vaguely equine heads a pair of 


» which have caused foolhardy knights to 
i Great St 


i Much to their error. The beasts 

such knights into the depths of 

d red eyes ane rows of tannage fangs 

» rend and tear their prey. The 

lated, ther fur hanging lank and 
cd by ragged feathers or scale 

hand twisted stag, while their 


onine paves and monstrous wings like 


* Insane Bloodlust 


* Forest Stalker 


¢ become ads 


* Filth Encrusted Scales.. erate 
The P ns 2 $+ Scaly Skin save. 


Impact hits (D3), Fly, Consuming Hatred, Endless Malice, 
Terror & Hatred. 


Consuming Hatred: The Preyton despises itself almost as much as 


s during close combat are included in its 


ult score as well thar of their opponent's 


Entry 286 


ss hate drives it into a fury in combat. The Preyton gains the Frenzy special 


Sir Merovech of Couronne, Questing Knight; ‘Known as “Merovech the Black’ after the 
bloody Estalian Chevauchee of the year pa ee 

—Sable, a Preyton Segreant, argent and flaunches gules, ; 
Use of the Preyton as a fieraldric charge allowed despite its debased nature with the 

example of Sir Corbus's arms bearing a Preyton rampant, matriculated in 876. 


An Ordinary of Arms cdntatuing a Register &f Arms and Barings ef Brecinrtia 


Whilse their appearance is truly vile it isthe legendary malice ofthe 
Preytons that makes therm truly dangerous. Corpses mauled beyond 
recognition and stretches of forest befouled and trampled betray their 
presence. Anything foolish enough to enter such an area will be hunted 
down and dain, and often the Preytons will simply elsscand the torn * 
corpse to rot, killing out of pure hatred rather than hunger: 


Dark legend has it that this terrible hatred was born long ago when 
Beastmen shaman created them in horrific rituals, cohrapting Great 
Stags before sacrifice-strewn Herdstones, Bereft of their ance noble & F 
nature Preytons now know only an all-encompassing hatred for that 

which they have lost, driving them to rend and kill with terrible twat 


Even their own wounds bring them a twisted sense of tatisfaction; ~~ 
instinctively realising that only in death will their corment end. yj 


st 
a 
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. > “cally RS. ag 
I A Ld Troop Type UnitSize Points 
_ Monster 


CLA ee) at 165 od AG 


eS 3 
SvecemeDOFpoints 


Endless Malice: Should a Preyton be on the winning side of a close 
combat then in order to pursue its foe it must first pass a Leadership 
test. If this test is failed then it will not pursue and instead remains 
stationary whilst it rends and tears at the fallen. Enemy units withify x 
10° and with a valid line of sight to the Preyton must take a Panic is 
test in the face of the beast's hornific display. ea 
a 


ra 


‘. 
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«rae pose bound to thesr mature asa Geature of sii and foe or they sf mag hook through che world of morta, bn 

arc a living embodiment of the destructive and purging Wud uj Aa Sa dechent guid threaded Ut cfoys eats. 
Flame dance across their pintons.to sear thei prey when they aac. « dhe comumng af these magical ats oF sare 
done par pape leaving a spray of blazing sparks ant einer brsste Phuchise in the aan Uaioe Ta them 
am sheer wake as they swoop across the batelefuld. Ht x: tits rammiiaasatf dscariing symbal 

flame that constantly surrounds the Arcane Placed: anid eran: = ope fnbach, T ae ena 
atherwerldh i be a 

vor y heritage: ‘ne ssted agum chem, bus alsa thas hove that servive will be 
frame Phoensx ave creatures of myth and legend, kneniian the ancien praets, salar eas their ; 
legends of Men and Elves alike, bus it is 10 the High Elerag Uitnure ——"“Beeractur uaz from the camtrol of their encrnics oe 
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Arcane Phoenix 2 5. SS SaaS Bae F Monster 
baa —— o> eee _ 
OPTIONS ad = 
© Cheamsiong Fam eee enna nel a erie ete 


The Phoenix's flames are deadliest when focussedsapor che cnemesaf ins mamex, Asuryan All artackd, including Emberstorm: ’ 
against models with the Daemonic and Undead cules gain #25 and comune as magical arcacks. EFS 


© Onmen Of Hope -esesenssneeenesnennenneenenneennenrnen . a0ee 
The mere sight ot Phocnais the pom fe i Ene when dgdites lsoms. When included in a High 
Hold Your Ground! special rule normally applied we Bartle Smamfunt Bearers (sex page 107 of the Warhammer rulebook). 
. << 


© Omen of Sacrifice ...-..ccncsenmennenes seaeweneneeesnseneensnesenannnnaenesanninesenseetntntee ett ett e et eT TTL eCEET EET HEE H 
The Phoenix drives the otherwise stoic High Blvesanz 2 suicitis furs. AID High Eiéunies within [0° of the Phoenix during the Close! 
Combat phase gain the Frenzy special rule for thar gihase, bur slic DS $3 hcsatfer combat resules have been determined. 4 Wie 

as . * 


© Blessings Of ASUryalt -.-.:s---erenennneen eneneervernnceenesennenenernnnnnseteent tet ceere Teeter TATA TT TET OH NNR EH ONS ASpolnn fp 
‘The Phoenix bears with it the blessings of che most powcctl ifthe Hlben gods, Asuryan the Creator. The Phoenix gains the Always Stacy 
2 
4 Ei 


First special rule. 


5 Be 
SPECIAL RULES sesorm, Piumagesé ———=»-—=«-Pmage af Flames: All nn- magical actacks suffer 1 penalty 
Flaming Attacks, Fly, Unstable, Eimberstoem, ~ © pWeamedthe Phoenix, and in addition models that begin the 


» Fi jirth, Us & Terror. 
Flames, Fiery Rebirth, Unbreakable = acand iro 
Emberstorm: During the Movement phase, instead of snowing ‘Seoengph + Flaming hie. The Phoenix iself is immune ta ] 
normally or declaring a charge, the Phoenix Epa aeracles. eS 
Emberstorm attack, Draw a straight line ap so 18” im 2 ee 
Fach model in the way of this line (determined as for 2 ouncang Eagnttats ile Meee Ae wn 
cannonball) suffers a Strengeh 5 Flaming hhit. After these thars-ase np cs Unerable special ene, roll a D6. Ona a Se the Ph 
emai in play with 2 single wound and every model in. 


resolved place the Phoenix at the line's end point. If his leawes che 
Phoenix in-contact with an enemy unit chen place the Phocnsx 

‘in combat with the unit, using the line along which it mowed =» 
determine which facing of the enemy unit che Phoenix is amaccing, 
Ifthe Phoenix ends an Emberstorm attack in comibar wich am enciay ares Aes 
unit then it is treated as having charged that unit. : 


suffers 2 Sesengph 5 Flaming hie. 


i by emer 
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SPECIAL RULES 
Fly, Scaly Skin (3+), Terror, Enchanted Areacks, Warpline tars. 
Explosive Demise, Warpfire Blast, Large Target & Regeneration 


im. 


Warpfire Aura: A War; 
can kill by mere proxi! 
the winds of mag 


Combat ph 


Armour saves ma’ 


gainsa 4+ Ward 


will miscast on any roll of ad 


7 Weapon rile, and 
as the usual double “6 (which also 


Explosive Demise: When a W 


and ig removed from the table, all mo 


2D6 “are engulfed in a blast of magical . 
a@wotind on 244+ from the death of « Youn hee ere - quinc onli eitibtine Stiberesl ypectal vale or thet are caae ae 
froma Waepfire Dragon ind 24 from a Great Warpiire Dragon Dracemares-or Wace, simcreases to, Wialtaple oma (DOR 3 
Axmour savesare taken as no normal against these wounds : 
AS Déngic: Somme of the oene csc Wasps Dragons 3 

te Wimeredkinn esr awn aghe They can have ap ee SS 
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+ 


eva 


‘fr, 


ne 


Magma Dragon 


nordial and vicious creatures, Magma Dragons are amongst the most malignant and reclusive of their kind, squat, heavily armoured montteps 
! whose bodies radiate foul heat and whose obsidian claw’ can split stone with ease. They dwell in the volcanse ranges of the Dark Lands and the 

shattered, smouldering peaks of the Blackspine Mountains, and have long become one with their fiery environment, venturing forth from their 

smoke-filled dens only to hunt. Their favorired prey is great beasts such as Manticore and Chimera, although they will deign to devour the flesh 


ures such as Elves and Men if they must. Only when the storms of magic rage, or they arrogantly wish to avenge themselves on some 


of lesser c 


perceived slight, do Magma Dragons come forth to slay and destroy 


1g 


One such Ma; of the Dark Lands, who is one of the oldest Dragons ta exist in that desolate and polluted wasteland, 


Once a Fire Dri 


ma Dragon was Haga 


he was te 


i of the Tower of Gorgoth. Binding him securely with chains 


tive many centuries ag poiey te Chaas Di 
made from ensorcelled iron, the Sorcerer Lords turned him into a living vessel capable of sustaining possession by a Daemon, their experiments 
suld eventually create the Chaat Dyarf K'daai. Hagdar eventually exaped bls boundsandgaaaa 

) and its surrounding slave encampment in a ferocious assault, 


n 


undoubtedly a forerunner to the 


warfs, destroy 


terrible vengeance upon the ( much of the Tower of Gor 


lair below the Ash Ridge Mountains when challenged by some rival beast 


The Magma Dr 


or summone: 


ntures forth f 
fort 


,aos Dwwarf patrols who keep a wary eye on him have observed that his once 
be many years before the terrible curse he shares with the sorcerers of that dark 


aravans replenishing Gorgoth’ still depleted work force continue to stay well 


white hot flesh is now tu 


race subsumes Hagday 


lair 


clear of bi 


y, Terror, Scaly Skin 
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Monstrous Confrontation 


Given the power and ferocity of the many monsters that inhabit the 
dark corners of the world, it is unsurprising that all the warring factions 
ofthe Warhammer world bind such creatures to their control. When 
the storms of magic thunder it is not just by force of arms and arcane 

. will, but by the ferocity of their monstrous thralls that armies succeed. 


THE ARMIES 

Both players select armies up to an agreed points value from their 
chosen Warhammer Armies book as normal, and may both purchase 
Binding Scrolls up to a value of 25% of the total army value (for 
example, a 1,000 point army would have an additional 

250 points to use to purchase Binding Scrolls). 


THE BATTLEFIELD 
Set up a selection of terrain on a 6’ x 4° table as described on page 
» 142 of the Warhammer ralcbook. 


DEPLOYMENT 
Both players should deploy their armies using the Alternate 
- Deployment rules from page 142 of the Warhammer rulebook. 


FIRST TURN 
Roll off after deployment to see which player takes the first eurn. The 
player that finished deploying their army first adds +1 to their roll. 


GAME LENGTH 
‘The game lasts for six turns. 


VICTORY CONDITIONS ae 
Use Victory points to decide the winner of the game, 
from page 143 of the Harhammer rulebook to do so. 


SPECIAL RULES * 
Ifboth players agree then the Binding Scroll allowance 
game can be increased from 25% to 50%. For games i 
grand armies you could increase this even further, as long, 
players agree. 


i FT OF 


od Shay the Besse 
a Rampage: 


che cumber of magic items they selected 
urkers may be placed in the Heralc player's 
in 6” of each other. e 
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« will cake che first curt. 
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player's monster. 
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1 stare with dny of the maple J 


on. To acqutige these items 
d during deploymefit, Whenever 
> contact with one of these 


¢ of the remainifig magic 
J will then receive. Remove the marker once 


~— Unleash the Packs 


Using the eldritch powers contained within a ruined statue built long 
age in tribute to an ancient bestial god, a wizard utters the words from 
a scroll of Kasdon and summons forth packs of hideous monsters. Unless 
the statue can be destroyed, the enemy army may soon find themselves 

_ overwhelmed by an ever-increasing tide of savage beasts 


THE ARMIES 
Roll off to see which player will be the Defender and which will be 
the’Artacker, with a suggested army size of 2,000 points cach. 


‘The Defender chooses their force as per their Warhammer 
Armies book. 


"The Arracker chooses their force in the same way, except that they 
{gilts 25% Binding Scroll points allowance in addition to the agreed 

& upon allowance for their main force, This can only include either 
Monstrous Infantry or Monstrous Cavalry bought as Binding Scrolls 
and fielded with a unit size of three or more. 


- THE BATTLEFIELD 
Set up terrain as described on page 142 of the Warhammer rulebook. 


DEPLOYMENT 
The Defender picks which half of a 6’ x 4’ table they will deploy in 
and then immediately deploys their entite army. 


‘The Attacker then deploys all of the units they bought with 
Binding Scrolls in their deployment zone — all of these units gain 
the Vanguard special rale. The rest of their army gains the 
Ambushers special rale and so, will not be placed on the board 
during deployment. |» 

Once both armies are deployed, a suitable piece of terrain is placed 
by the Defender anywhere berween the two deployment zones to 
represent the ancient idol. 


FIRST TURN 


‘The Attackertakes the first turn. 


GAME LENGTH 
The bactle lasts for six curns or until a time limit ag 


is reached, whichever comes first, 


VICTORY CONDITIONS “ 
‘The player in control of the idol at the end of the last turn: 


the winner, Use Victory points to decermine the winner of the: 
battle if'no player controls the idol when the curn limit is rea 
described on page 143 of the Harhemmer rulebook, 


SCENARIO SPECIAL RULES : 
Idol of Beasts: The weathered effigy lying upon the bardlefie 
tribute co one of the many bestial gods the primitive in 

the region worshipped centuries before, : 


A player controls the statue if at least one of their units isin com 
with ic and there are no enemy units in contact with either the 
objective or the controlling unit. F 


If, after all close combats have been resolved tor a given turn, the 
Detinder has control of the statue, all the Attacker’s Binding Se 
units gain the Seupidity and Always Strike Last special rales 


If after all close combats have been resolved for thar ram, the 
Attacker has concrol of the statue, the Attacker can immediate! 
deploy a unit of Monstrous Infantry or Monstrous Cavalry 
previously destroyed or touted from the board. The unit is ide 
to the original unit insize and composition and enters che board 
from any point (chosen by thé Attacker) on a random table edg 

Reinforcements (sce page 27 of the Harhammer calebook). 


The Drasin’s Es. 
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When the winds of magic gutter and wizards find themseloes mce 
again limited in power and unable to chain mighty beasts of war 
with Scrolls of Binding, gemenals still cLamour for powerful monster: 
ta incladetn thete force. WBE mia ofa Uae ratty beast ha 
discovered, armies will be raised to drive o 
in order to claim the eggs found within s 
Loyal and terrible allies 


at they cam be raited as 


THE ARMIES. 
Before selecting their armies the players should decid whe will Be 
the Defender and who will be the Attacker. 


“The Attacking player should select their army as normal, ipo 4 
points value agreed by the players beforehand. 


‘The Defending player spends their entire poinss allowance @n 


Binding Scrolls from the Storm of Magic and Monstroas Arcamom 
books to represent the monstrous horde. 


THE BATTLEFIELD 


“Terrain should first be placed on 2 6 x4 table as deseribedion page 


142 of the Warhammer rulebook. 


The Defender then places D3+1 objective markers wich 
deployment zone to represent the monsters Rests iid FEES 


DEPLOYMENT 
Starting with the Defender, the players take tums depos 


tunits according to the alternating deployment rules om page 


the Warhammer rulebook and using the deployment ames shown 


on the map below. 
FIRST TURN 
The players roll off after finishing deployment to #5 


urn, The player who finished deploying fix gains +} bones 


therr monstroms gusrdusns 


to has the arse 


GAME LENGTH 
“The game lates for vin turn 


VICTORY CONDITIONS 
Ae the end ff doe guane.. the player with the most Viewory poines 
wine. Vietory points axe gained in the following manner) 


The Actacer gains 1 Vicxory point for each objective held by one 
cheis wnitte 22 the end of the game 


* 


3 
Fhe Diehender ysis 1 Victory point for each objective ndeheld by 
one oh tee Aaradiet units at the end oftche game, _ 


AL RULES 
- considered wo be holding ab objective fix * 
inne conenes with ic: Thas objectivegwill naw move with» 
4 the unis ix destrenpedor toused from combate hE ails 
deer is placed on the table whete the wait was 
dor the poine where ie was nouced Te can then be tetrigyed 


oS tp A ts ns ee Sine ees O 


Grand Suomméinme 
4 Sten of Magic scenarid 
ld: THE BATTLEFIELD 


“The number of terrain pieces to be deployed is deretmined a 
on a6 x4’ table, but all the rerrain pieces are placed by the D 


i a i hel 


The Attacker should then place three Arcane Fulcrums on theb 
One must be deplayed in each player's deployment zone and 
wmmon remaining Arcane Fulcrum outside both of the deployment Zo 
on No Arcane Fulcrum should be within 18” of another Fulcrum 


within 6" of any table edge. 


DEPLOYMENT 
The Defender deploys their riormal troops first, leaving all their 


ceestures summoned as part of their Monsters and Magic allowanes 
in reserve. They then deploy their sroops in their deployment zone 
shown on the map below. ee 


“The Attacker deploys their entire army once the Defender is finished 
within their own deployment zone, as shown on the map below, i 


FIRST TURN 
The Defender takes the first turn. 


GAME LENGTH 


The game lasts for six turns. 


VICTORY CONDITIONS : 
The player who controls the most Arcane Fulerums 
at the end of the game is the winner, Pe 


urn has been 


bound units shou 


labelled A on map’ 


Defender’ left (labelled B iat) 


Defenders ght (gbelled Gant 


Turn 


GT o 


> Bi dg BND Se ee i 
Path of Destructis ai 
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A Storm of Magi scenart 


THE ARMIES 2 25 


Each player chooses their force as per the Storm of M. 1 
detailed on page 25 of che Storm of Magic be alo DE T : 
agreed between the players before the game 
You will also need a single model to represent the monster. Th d at bus 
fight independently of both armies. It should be repr ted 
a Binding Scroll worth at least 150 points to a « 
both players T Tu 
t 


Both players should roll off to decide which player w 


Villagers’ Saviour and who will be their Destroyer (sce 


Special Rules section opposite for more details). The ba 


SCENARIO SPECIAL RULES 
Clear Intentions: Each player will score Viewory 
their roic in the battle. Each role 
cowards the Villagers 


points based on 
fepresenting the playee’ intentions 


Destroyer — Wheh one of the Destrayer player's units comes into 
contact with a Villager, the player temoves the 
table anid places it ny 
Villager in th 


Villager from the 

arby two help keep tally of their progress, Each 
at possession at the end 
Victory point. This represents 


they er 


of the game is worth one 


their troops savagely slaying each 
tainted’ Vill: 


Also, cach D 
and rem 


hich comes into conitact with a Villager 


fashion 


s the Frenzy special rule 


Saviour ~- When o: 


aviour player's units comes Into contact 
with a Villager moves the Villager from the table and 
places it nearty progress. Each Villager 
in their posses ume scores them one Victory 


the Villagers they 


point, This r 


encoi 


within theif ranks 


er and removes it in 


‘The Beast Rises ~ At the sarc of the first play 2. before any 
changes are declared, place che Binding Scroll Monster at the centre 
ofthe table to representit rising up from its subserranoae Hite, Both 
Players should immediately roll A1D8. Whoever seores the highest 
will control the Binding Scroll Monster until een’, Tewill act 
normally and may declare charges during its fiest eurn, 


At the begining of each of the first player's subsequent tucns (Lee 
the first players turn 3, 4,5 and 6), before any charges ute deelated 
both players should roll Again to see who will be conwolling che 


Monster that turn, The following modifiers apply: 


Currently has possession of the most Villagers. ! . 
Controlled the Monster last turn wrung 
Most Wizards currently on the table won. +1 


Ifa player gains control of the Monstemiwhilst it is 


aged in 


combat with one of their units, che combat imumediatély ends and 
the Monster is moved. 1" away fromy the unit it:was peeviously in 


contact with, 


Should the Monster come into Contact with a Villager then the 
s any Vietary 
points for it. In addition, ifthe Monster destroys a uinit whieh has 


Villager is immediately removed, but neither sitle ga 


gained a special rule by contacting with a Villager then chacunit’s 


player must pass the Villager model over to their opponent 


PHANTASMAL STORM Cant ca Whe 
THE HAUNTED MANOR Dominance. Rather thir attempeiteg 2 cadre tthe ‘ies of-ipnento 
chaos coursing through ibe sky sco mnd the manor, + ‘Seared Browse 


Yo amplify them — to jet loose 1 bitndéy/ Frenzel gist: gua tive ctebeen, 
and can be garrisoned that will el 


he Warhammer 


their very souls 


addition to being 


ngthe Haunted —_Phantasmal Storm is a direct dainage spell. Tike spe sagen 


following enemy unit within 2D6" plus an adel 
Bretece Equilibrium 


Sioa 


each Arcane Fulcrum you control, Al 


DALE cantatas, 
= take a sir 


+ Dominance 


Je S8 hit againse which no Armour Saves tag: be valiiem 


Ward saves and Magic Resistance save 


Cast on 10+ These hits roll co wound against ¢ 


ay be take peed 


ETHEREAL BRIDGE 


winct 
news mee. 


anor and than their Toughness value. For cample.a modellwich Ld Moai 


be wounded on a 3+ 


: f sich 
— it muit.cetain ie nal for n but may 


init will 


CLOAK OF SPIRITS 
Equilibrium eS 


an augment spell with arang 


Storms Sud 


DEPLOYMENT 


fi Roll aff to see which half ofa 6' x 4 table the winning player wil 
deploy in, Their opponent will deploy in the ather half 
Ihe player who won the roll chen deploys their entire army, excepe 
for any creatures summoned as part of the Monsters and Magic 
llowance. Once the first player has finished their deployment, 
THE ARMIES the second player «teploys their army, again leaving out anything 


d by Scrolls of Binding 


Both players choose a force using the army list from a Warhammer umn 


Armies book to an equal p 


the game. Each 


Once both players have finished, che first player should roll aD6 
din ind consult the table opposite to see what section of the board 


player can spend an extra 2 


Binding. Both sides must take at least 
they must deploy their models which are summoned using Scrolls 


THE f 


Set up terrain as described on page 142 of the Mar rulebook ccond player rolls on che 


TLEFIELD of Binding in, Once they have deployed them as instructed, the 


ame table and deploys their own Binding 


red 


GAME LENGHH Ds 


The game hats fe eta 2 ae 
1 
VICTORY CONDITIONS 
‘Use Viewory pains to devermine the winner af the bartle, as 
described on pagegitS off dhe Riirhammer rulebook. = | 
SCENARIO SPECIAL RULES 
Ar the start of ten 2. the players roll a D6 co see if the Sromm of 
Magic comes toa end Use the table below ro see whist result 
weil cad che Storm of Magic on a particular rarn. Ar the start of 
nor & the Storm of Magic will automatically end if ic has not done 
24 
Tare Ds 

2 oe 

3 $+ 

. Sd 

7 Xe 

rs Auto 
Oncet 2 indicates that che Storm of Magie has ended, 
no farther rolls need to be made. 

5-6 


2 Bound Sema 
Behaviour for the rest of 


Result i h 
Free of the Scroll of Bindings 
to corte £6 terms with the: 
The unit/ monster gains the 
start of each cam in which i dis 
towards the nearest ToperdblS ge as fast as 
ie contactany unttséither friend de foe, during i ; 
it will coun as charging (the raqget mayindrespond wich 
acharge reaction). Once it reaches a baarddge che anit 
monster is removed from play, bye lesglayet's ‘opponent scores 
no Vietory points for it alt « : 


¥ 5 
Belligerent and confused the eneanure stands its ground and 
arracks anything chat draws nea, The monster/init will not 
move for the rest of the battle and becomes Unbreakable: 
except that during the Chargesub-phase if could declare a 
charge against any unit, whether friendly or fos: then te muse 
declare a charge against the closest target. Iewillalso.tui i 
free towards the closest unit in its Movement phase if edocs 
not charge, and will use any breath or other ranged weapon 
against the closest unit in range if possible. The monster/ 
tunit will target both enemy and friendly units equally. leche 
monster/unit is engaged in melee or charges, will ighigs 
normal, but will not pursue eeing enemies. 


Maddened by its tame as a mindless thrall dhe monster theows 
‘esefinto combat. The monster/unit gains the Frenzy aiid 
Hatred special rules (it can never lose Frenzy even if beaten , 
sn combat), During the Movement phase it will charge the 

*tlosest friendly or enemy unit as described in the Frenzy 
special rule. and the monster/ nit is considéved fo haye 
always failed a Leadership test required to restrain it from 
charging. If it does not charge then it will turn co face the 
closest unit and move as close to it as possible. 


Sgran the Walls 


frau is wnaler siege. Unable to break through the strong defensive 
walk servnnding it, a terrifying monster Iyas been summoned by the 

De taured of the besieging army to bring an end to the stalemate, Alerted 

soumsfolks plight, local forces have come to their aid, but can they 
«the monster breaks through the 


mo 
inusnle cbrougl ube besieging army befor 
souls amid wreaks its destruction upon the terrified people inside! 


THE ARMIES 

Shoah players choose a force using the army list from a Warhammer 
Auimies book to an equal points value agreed before the game, Each 
plavce ca spend an extra 259% of that value again on Scrolls of 
ISunding. Boch sides rmust take at least one Scroll of Binding. 


THE BATTLEFIELD 

The cow's walls stretch akong one of the long table edges. If desired 
the players could place a Watchtower at cach comer of this edge with 
some castle walls along the edge itself between them to represent this 
dPehex have them in thelr scenery collection, Both players then take 
ig un turns to place a further 116 verrain features on the battlefield as 
dexcribed on page 142 of the Marhammer rulebook. Roll ro decide 
wes places the first cerrain piece and then alternate their placement. 


DEPLOYMENT 
‘The Ateacker’s army deploys up to 12" away from the castle walls, 


The Defender’s army moves onto the board in their first turn 

using the rules for reinforcements on page 27 of the Warhammer 

w ebwak The Defender chooses any point on their home table edge 
foc cach unit wo enter from. 


FIRST TURN 
Roll off alter deployment to see which player receives the first turn. 


GAME LENGTH ; 
The battle lasts for a minimum of six turns, or until atime 
agreed by the players is reached, whichever comes first, If 
‘Attacker’s monsters manage to break through’the town 

then, then the game ends immediately. mt 


VICTORY CONDITIONS 
If the town’s defences are breached then the Attacker v 


are not breached, then the Defender wins. 


SCENARIO SPECIAL RULES ees 
‘This scenario uses the Scenario Special Rules on page 26 of 
of Magic book, except for the Arcane Fulcrum rules, In addition: 


also uses the following special rules: 


Breaking down the defences: Only units with the Troop Type 
Monster may attack the walls, Attacks may be made at any point 
along the table edge designated as the town’s walls. 
“The walls cannot attack back and do not take any Leadership 

based tests, represented by (-) in their profile below. If reduced 
zeto wounds they are considered to have been breached and the 


bartle ends, 


; Mws ps Ss T Wit 
Walls 0 -- 0 10 8 0 0 
Ward save (4+), Robust & Unbreakable. 


Robust: The following special rules have no effect on the walls: 
Poisoned Attacks, Killing Blow, Heroic Killing Blow and Mult 
‘Wounds. They ignore any attacks or effects which cause them to 
be removed from the table instead of suffering wounds. They also” 
cannot be Stompéd or Thunderstomped. 
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and through all their crude ruses the gallant Prince Palanaith held true to if dignity. We left the grey halls of Estalia ‘ere the ink 
had yet dried upon the pages of our accord, repairing to the solemn ruins of Tor ‘Karyndis. There, amid the echoes of ‘fair Ulthuan, we 
raised bright pavilions for the Prince and his retinue whilst we awaited the white ships of Lothern. Fortunately the once-glorious halls of 
Karyndis were still whole and able to accommodate the host of soldiers accompanying the Prince. 
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The coming of the dawn brought with it ill news. Kaldain of Nagarythe, sometimes 
called ‘The Red’, returned from the wild with word of massing hordes of foul 
(unintelligible word) and his own narrow escape from them, whilst the ees, 
accompanying us spoke of a rising tempest amongst the fickle winds of i 2 ‘Valaun, 
ford and warrior of the Prince's court, begged his lege to allow him to bring the 
massed Silver Helms of our entourage against the ri d creatures and exterminate 
the vermin as they deserved. With many days yet pi our sea voyage would begin, 
Prince Palanaith gave his noble cousin leave, even declaring that he would observe 
such a worthy endeavour from the walls of the Tor. 5 
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Liowever. even as the archers assembled in precise lines, yet another horror was unleashed from within the nwisted depths of the forest. 
Packs of creatures came—grotesque and rat-like with fit _ bodies—by the score they swarmed around the Stfver ‘Helms, pulling 
iown riders and setting their mounts to panic their frenzied bloodlust growing more violent even as they fed on fallen fiorses ana riders. 
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Wave after wave of nat-men chambered onto the walls owty to be cut down by th dive Lined warriors of my bin nd 
‘fighting continued fir a long wiiste with mo vergemte ime spits Hough able fighters all, we were greatly outnumbered. all Frew, 
entourage was slowly being destroyed by steer went of mummbvrs Only Prince Ta fanaith and the steadfast survivers of the Sibver' 
field ragethior our steferee at tiie fart, Bhades stiviny anal cutting so that no creature could pass 


A flash of white amongst the horde preceded the reunnnance of the pale furved sorcerer and Kis reptilian charge. ‘The rat-man 
char the cowl covering its head while gesturing at the Prive. Drone Ralanaith jerked as the monster’s eyes flued upon heim, ai - 
of smoke bean to rise from the jovnts of is armour, Svalbinnly fe collapsed, foul fluids and the stench of rotting flesh spilling from 


corroded metal of his ruined panoply 
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With the death of the Prince morale faltered and many bepur to full buck im panic, Then Kaldain sprang up on the parapet and loosed 
three arrows into the head of thy reptile, granting one baleful eye and sending it thrashing ane enemy in pain and 
5 " ¢ } 

fury. Behind him Caluandr produced an ancient sevoil, swiftly mounting its contents, Moments later the swirling clouds parted and a 

i majestic flaming Phoenty descended, scattering sparks acress the combatants. 
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‘As the avatar of Asuryan settled aboww the wall owr soldiers fought with renewed courage, T! he Phoenix plummeted from the skies with 

a screech, striking the churning mass of ratmen al the Istve of the wall and engulfing them in an inferno of divine flame. Then it rose — t 

_from the flames, unharmed, while ratmen senamibyl over ect other squealing in terror to escape it, Soon the entire vermin-throng ni 
retreat, leaving the ned remains of our host alone atop the blood-slick walls of the Tor. 


By fire and death were the for repulsed and we that yet Lived cleared the dead from the walls, The injured were taken to the up 
cellars, which had been cleaved before the battle and our anef was great, cur host shattered: The enemy however abr 23 fe ey 
darkness, chittering and screeching in the myjlt, ved we knew that soon our doom would take us, Co luandr spoke of winds of gi 
already rising in a great storm and of setelryy at ayy CWOntty, before retiring to the broken peak of the tower to enact some ar j 
taking with him the surviving Silver Melis cay ards, ened leaving Ms alone to face the disaster that was then to strike, 


With our remaining company on watel above to forwstall any attempts te seale the wall under cover of darkness, we were pre 
~ anassault from We did not hear the servamninyy ine the cellars, anid nor wneil its door collapsed in a cloud of rock-duuse did sw 
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Vir Karyndis Campaign 


Stories and narratives provide an excellent framework on which to Skaven Character Pool ; . 
base exciting battles and campaigns. As an example this section is ‘The Skaven Character pool comprises the Skaven characters as 
intended to allow players to recreate the battle fought amongst the shown in the boxed text on page 105 and cight Hero selections 
tains of Tor Karyndis from the story on the previous pages. The rules _ chosen from the Skaven Armies book. Other special characters 
_ and scenarios provided focus on following the flow of the story more not be chosen. $ Phar s 
than providing a perfectly balanced game. Hopefully players will see r 
this as an interesting challenge rather than an obstacle ~ although NUMBER OF PLAYERS —- : 
you should feel free to adjust elements to fit your own preferred style ‘This mini-campaign is broadly intended for two players, 
of play or gaming group. Also featured in the campaign are Binding ‘one taking the Skaven side and the other the High Elf side, 
Scrolls, but we have steered away from the use of Arcane Fulcrams or However the campaign can be played bya greater number _ 
the full range of Storm of Magic rules as not all of them are relevant of players by attaching even numbers of new players to — 
each side, If this is done then each Special Scenario game 
While che Battle for Tor Karyndis is fought between the Skaven and i represents a phase of the mini-campaign, with an 
High Elves, the rules presented here can easily be adapred for other + ~~ additional game played in each phase for every extra pair of | 
combinations of races. Simply change the names of the characters players involved in the campaign. These ‘extra’ games sho 
involved and represent them with the most appropriate type of be chosen from the standard scenarios in the Warhammer 
character from your chosen army list, changing all equipment and rulebook to a points value of 1,000 points a side with 250 


| 
Bs 


items to a selection available from the appropriate Warhammer points of monster Binding Scrolls. The Character Pool » 
Ammies book. system is still used and applies across the entirety of a 

= particular side, and is expanded by +4 Heroes and +1 Lord 
PLAYING THE MINI-CAMPAIGN ‘on cach side per extra pair of players in the campaign. 
‘The Tor Karyndis mini-campaign is played out through a series 


of linked battles. Fach of these battles is represented by a special ee 
mission and the outcome of each of these battles has a particular Fortunes of War : a) oa 
effect on the battles to follow, represented by the Tide of Bartle ‘Whar follows are rules for representing the various characters present _ 


rules. Who wins is decided in the final clintatic battle of the mini- during the fighting in and around Tor Karyndis, Ifa character 
campaign, with the effects and results of the prior battles shaping the tn che game is mmnovés aa cnealty sen ONL ee eae ce a 
forces used in the final conflict. sec how thar affects them for the remainder of the campaign, : 
to this roll if you won the game: c 

USING CHARACTERS IN THE CAMPAIGN ; x By a3 
The Tor Karyndis campaign uses a ‘closed’ group of characters which Effect : y 
sepresent the fortes and character available in a parsicular place and 1 Casualty! The tet may not be used again in the 
ime. It is their presence and the (mis)fortunes of war they endure campaign. ia 
thar bilp te acepeigih battles together and lends consequence 2 bea oncaeid cimenet 

# their actions that just fighting games in isolation of cach other can _ fewer Wound than normal (down to a minimum 
ra : 3 ‘Shaken. The character fights the next game with -] 

* = +5 Fight another Day. The character has escaped : 
In this campaign each ‘side, i, the Skaven and High Elf forces, has 2 pecmenent Sjepaed eye ee eee 
finite characters draw from, and is not free to select other in the scenario. : . a 
erases «Oe par ceaaign ccxre from their ‘Character Pool. 6 eat ain 
“Aside from this the normal rules for using characters in Warhammer : wine Geen : 
sail apply, (56 an army mast always have a General, and the roral (of everyone) for gam 
points ts limit characters by army size still applies, ete). es aes nie 
er Note that while many of these set magic 


These character players sts, i legally purchase additional items and * 
Fie i th before the equipment lists, if they can : i vy 
campaign, cc prams ar “a equipment then players may do so, paying the usual points : cone. i 
ago lading equipment magic items, Wizard level ~ such equipment. i ; 

owever ‘whether a mount is selected may vary between cach bart. 


note which characters may be used in that game. 


Pay 
Th igh Hf Character ool compris the High Especial 

+ shown in the boxed text on page 105 and six Hero 
en ftom the High Elf Armies book. Other special 


‘not be used. ws 


= 


THE TIDE OF BATTLE 


The following are the benefits granted to the playees for winning a 


Rats in the Hills 
If che Skaven player wins the scenario, the High Elves will most likely 
ignore warnings of their approach and the Skaven player may re-roll 
all Scatter and Artillery rolls when deploying his monsters duri 


Valaun’s Folly seénario. 


the 


If the High Elf player wins then Kaldain will be able to warn his kin 
of che Skaven’s ambash, This will subtract -1 from all the Skaven 
player's rolls ro bégin the ambush in che Valuan’s Folly scenario. 


Valaun’s Folly * 


Ifthe Skaven player wins, their troops will begin the Assault on 


Tor Karyndis scenario eager to continue the 
Assault on Tor Kar 


Skaven ‘units (not ui 


ughter. During the 


dis, che Skaven player may give D3+1 of their 


summoned by Binding Scrolls) the Frenzy 


special rule 


If the High Elf player wins, then their troops aire inspired by the 
v In the Assanlt on Tor Karyndis scenario, the High Elf player 
Elf units (not units summoned by 


may give D3+1 of their F 


Jing Scrolls) the Immune to Psychology special rule. 


Assault on Tor Karyndis 

ne, their force manages to scatter 
take the outer walls 
ming in the Cel nario, once the High Flf player 
s, they may select D3 of the deployed 

move them from the board, forcing them to enter as 
nts with the rest of the High Elf army 


If the Skaven player wins ¢ 


In th 


d their tr 


reinforcer 


r wins the game, their force holds the wall 


If the High Elf playe 
1 is able to set pickets on the walls 


inst the Skaven o1 


Cellar scenario, they 


and in the courtyard: In the Scréaming tr 


* che Tor Falls : 


may add +2 to their roll ¢ 
oll co go first in carn one and may add +f 
Reinforcement rolls, "i : 


a, 
ae 


Screaming in the Cellar 
If the Skaven player wins the game, their fore 


anages co slip f 
assassins into che cower alongside the Elves that escape, Before , 
play begins in the Tor Falls scenario the Skaven player may roll 
‘once on the table below for each character the High EM player 
has in his army sina» 
D6 Effect , 2 
1-2 The High Elfcharacter manages fo escape the hssasalfag 
No elfcct ee 
3-§ The High Elf character is injured during dhé.seruy j 
with the assassins. He starts che Tor Falls scenatio wid 


one less wound, chan normal. 
6 Theassassin’s poisoned blacles leave the High Elf 
character gravely injured and suffering ffom a fevered 
delirium, The High Elf character beginethe Tor Falls 9°. 
scenario with only a single wound and gains ghe Bfenzy $ 


special rule 


If the High Elf player wins the game, t n they may begin the Ton 2” 
Falls scenario with D3+1 units or characters deployed on the board. 


within 2” of the Tower Encrance building and may re-toll any failed 
Leadership tests for units attempting to enter the battle 
¥ 


, 
“This is the final battle and the vietor of this bacue eriamphsin 
the mini-campaign. A High Elf victory means that the expedition 


force has successfully broken out of the Skaven crip, whereas a¥ = 
Skaven victory means they have overwhelmed and desceoyed thes 


High Elf expedition, a 


a 


+ 


SPECIAL CHARACTERS FOR THE MINI-CAMPAIGN 


High Elf Characters 
Kaldain the Red: Should be represented by a High Elf noble with 
mis andthe Reaver Bow: He has the Nagarythe 


of the High Elf Armies book and the Scout 


two hand weapot 
Hatred (see page 52 
rules = 140 points, 


Valaun: Should be repre sented by a High Elf noble on Barded 


Elven Steed with heavy armour, Jnield, lance anda Sword of 
Bartle. He, and any unit he joins, gains the Vanguard special rule - 


140 points. 


J represented by a High Elf Prince 
Golden Shield and a Sword of Might 
Jafiaith will never refuse a challenge 

ever take a penalty for shooting at 


Prince Palanaith: Should b 
with the Armour of Heroes. 
Due to his legendary pride Pal 
nor will anyone shooting at him 


a target in soft or hard over, 220 points 


Caluandr of Cothique: Should be represented by a Level 
3 Archmage. Caluandr is one of the few High Elves to have 
studied the workings of the, rimitive Binding Scrolls of Kadon. 


His knowledge of this type of magic allows him to apply the 
Ambushers deployment special rule to any one unit or manster 
summoned with Binding Scrolls. He js equipped with a Sta 
Solidity, Jewel of the Dusk and an Annulian Crystal ~ 315 points: 


Skaven Characters 

Srasshk Warpeye: Should be represe ted by & Skaven Warlord, 
Grasshk long ago lost one of his eyes in battle and has replaced it 
with a chunk of warpstone. Due to the effect this grisly talisman 
has he gains both the Stupidity and Alw ays Strikes Firse special 
rules, The Warpeye counts as a Magic Item worth 25 polis. 

In addition to this he is equipped with a shield, a Warlock 
pon and Worlds Edge Armour ~ 188 points, 


augmented Weay 


Shissik the Pale: Should be represented by a level ee “| 

Enginces. As an expert in the binding and control af h 

monsters he has learned to tse theie roonstrous presets shield 
bactlefield. When witht 


hhim from che enemy on the 
sor monster bought with Binding Serolls he gainsa 4 
He is equipped with a Warpmusket, Warp energy G2 


Warlock Optics - 170 points, 


Skaven of Clan Skitteritch assemb 
the High Elf host there with a surp 


followers if bis grand strategy was £0 


THE ARMIES 


‘The High Elf player sclects a force from the High Elf Army book © 
a value of 1,000 points. 


For this game the High Elf player may count Shadow Wareior nits 
and Ellyrian Reaver units as Core choices. This force must inchade 
Kaldain the Red as its General and may take other characters within 
the normal limitations fot the campaign (see page 14) 


‘The Skaven player selects a force from the Skaven Army book wo 
a value of 1,000 points, in addition they may take 250 points of 
Binding Scrolls. The Skaven player must take Shisik the Pale, and 

= may select any other characters within the normal limitations for the 
campaign (sce page 104). 


THE BATTLEFIELD 
Set up a selection of hills and woods on a @ x4 table as deseribed on 
page 142 of the Warhammer rilebook. 


DEPLOYMENT 
“The Skaven player should divide their force up into two groups 

— these groups must contain at least one unit cach, The High Elt 
player should select one of these groups. which the Skaven player 
must now deploy in deployment arca A. 


‘Scenaris One: Rats mM the Hills 


‘The High Elf player then deploys all of dicks ragysiet aan 
deploying using the Scouts special rule in Deployment 2 


Then the Skaven player deploys the remaining group of 
deployment zone C, Once this is done both sidesd 
units, with the High Elf player placing theirs firs: 


FIRST TURN 
Roll off after deployment to see which player cakes the fn 


GAME LENGTH 


The game lasts for six turns. 


VICTORY CONDITIONS 
Use Victory points to determine the winner of the game 


The High Elf player gains 2 Victory points for each of chess | 
that exits the table edge marked Escape edge on the deploumene 9 
map. The Skaven player gains 1 Victory point for each ene 
character that is destroyed. 


SPECIAL RULES 
The rules for Magical Flux and Wild Magic from che Storm, 
book are in effect for this scenario, = 


from concealment and began to 
b Elf nobles within assumed that only a small 


m. One of the Elf Prince's kin, Valaun, leads 


paign (see page 104), 


; " pasien, little realising the trap shat bas been 
ARMIES 
The High Elf player selects a force from the High Elf Army book 
9f 2,000 points. This must iriclude at least one unit of 
a this game they may count Silver Helms as Core 
ide Valuan, and they may selece any 
normal limitations for che campaign (see 
: s, chariots and mounted chatacters gain 
: ¢ Frenzy special rule and the Vanguard 
: The Skaven plaver s<! ce from the Skaven Army book to 
- arabe of 1,000 In y may take 1,000 points of 
3 Bending Scrolls, ude any other characters within the 
J 2 


nc comer of the board as shown on 
f the board may contain scattered 


sce; except units summoned 


one as shown on the map, 
board until later, sec the 


+s for each unit of Silver Helms they 


For each Brood Horror the Skaven player summons with their 


sce which player takes the first turn. The 


GAME LENGTH 


The game lasts for six turns 


VICTORY CONDITIONS ts 
Use Victory points to decide the winner of the game, using the rules 
from page 143 of the Warhammer rulebook 


SPECIAL RULES. 5 
The rules for Magical Flux and Wild Magic from the Storm af Magie 
book are in effect for this scenario, ©: 


It’s Trap! : 
The Skaven player can attempt to spring the trap at the begitining 

of any of his turns after the first, beforeany charges are declared. To 
find out if the trap is sprung roll a D6 and consult che table below: ‘ 


The score required varies depending on what gun it ise 


Turn Score Required 
Balhae 2 
3. 3+ 
4 a 
$5 Auto 


Binding Scrolls allowance, they may add +1 ro the dige coll. gis 


(Once the trap is sprung the Skaven player places all of his Binding 
Scroll units within the wooded area. They then rola Scatter dice = 
and Artillery dice for each unit, moving them the indicated number 
of inches in the direction shown by the Seater Hit 
is rolled then the model does not move, unless a Misfire 
comes up. Ifa Misfire is rolled then the High Elf player tm 


the unit anywhere within the wooded area, 


Once placed the Binding Scroll units may act as Hort 
of che turn and may declare charges 


E 
. 
f 
: 
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Seenarid Three: Assault om Tor Karyn 


As more and more Skaven massed outside the pastily reinforced walls 
evitable 


of the Tor, the High Elves prepared themselves for the in 
onslaught. Wath the comforting dark of » ight descending arow nid ther, 
the warriors of Clan Skitteritch began the assault. 


THE ARMIES 

“The High EI player selecxs a force from the High Elf Army book 

to a vane of 200 points. They must include Prince Palanaith and 
Calaunde the Mage if available and may select any other characters 
spithsies the normal lisnitations of the campaign (see page 104). The 
High Elf player may also include up to 650 points of Binding Serols 


“The Skaven player selects 2 force from the Skaven Army book to 
seralae ch 1.000 points. They must also include Warlord Grasshk 
Warpeye if be has survived, and may select any other characters 
witht the nerrenal lienitations for the campaign (see page 104). The 
Slaven player may also include up to 1,000 points ot Binding Scrolls. 


THE BATTLEFIELD 

Sccexchiing scpons the width of a 6x4 board, 12" from the High Ele 
edge vex section oh the walls of Tor Karyndis, The wall itself should 
be 6" wide anid can be represented by either a suitable piece of 
seteery on toy marking, out the area it occupies with string or another 
eps oh reader. fc choruld be divided, by murual consent amongst 
che players, inno sex stnall buildings as pet the rules for multipart 
tuihieags (000 page 129 of the Warhammer vulebook), 


fe ve tecommenended thas Sve wall is split into sixseperate 12" x6" 
sections, One section, Hens be nominated as the gatehouse, 
whiscrever side last had 2 unit garrisoning the gatchouse may move 


aoe studi all cories Oretnygp chat building without having to garrison it, 


Cinee te will has been vet up on the table, the High Elf player may 
place a tone hacanse Fulcruro within 6" of the wall. The rest ofthe 
benaed cate be covered bby scattered terrain using the standard cules 

(see pap S42 oh thie Warhammer volebook). 


Ais 


DEPLOYMENT 

The High Elf player deploys first. They may deploy ¢ a 
anywhere within 6” gin : 
garrisoning segments of the wall, 


“The Skaven player sets up their army second, deploying all u 
within the deployment tone shown on: the map below. 


FIRST TURN 
Roll off after deployment to see which 


GAME LENGTH 
The game lasts for six tums. 


VICTORY CONDITIONS Page! 
At the end of each player's turn, beginning in their second: 
cach player will score 1 Victory point for each wall section 
a unit garrisoning. At the end of turn 6 the player with d 
che players are tied chen another turn s 
wall sections than the 


Victory points wins If} 


be played until one player gains more 


SPECIAL RULES +a | 
The rules for Magical Flux, Arcane Fulcrum, Cataclysm Spells 
and Wild Magic trom che Storm of Magic book are in effect 


for this scenario. 


THE ARMIES 


The High BY player Sion 


to a value ot LOW pons Ae 


ER Ammy book 


survived may 


ss duasuang chairactees. The 
cancs of Bundling Scrolls 
tre Mure Army book to 
ane chads Warlord Graghk 


nchadic amy other chanactees 


abe inchade 


High Bit player 
to be ased as 


Jers dercaming in the Cellars 


FIRST TURN 


The Skaven player takes the first . 
Ts Shera pe st uurn, unless the High Elf player ean 


GAME LENGTH 


The game lasts for six turns 


VICTORY CONDITIONS 

The High Elf player wins if the points total of dhose unies which 
escaped (sce the Special Rules section below) is equal to or greater 
than 1,000 points. Note that you should use the initial potimes value off 
any escaped units and must not reduce this value because of eassalties 
incurred during play. Any other resule isa victory for the Slavin player. 


SPECIAL RULES 
The rules for Magical Flux and Wild Magic frgm the Storm of Magic 


book are in effect for this scenario, 


REINFORCEMENTS, Z 
Units from both sides will coritinue to enter play throughout che La 
Ac the start of each player's turn roll once for each unit or 3 
character which has not yet entered play on the table'below. Ifthe 
score required for the appropriate turn is equalled or exceeded! thet 
the unit enters play as per the Reinforcements rules on page 27/0f 
the Marhummer rulebook from the owning players home edgiiiye 


game 


Torn HighElf —Skaven : 
i 
2 5+ oo 
3 4+ 3+ 
4 + 2+ 
5 Auto Auto 
6 Auto Auto 
The Tower = 5 
the Tower Entrance building, 


Any High Elf unit that is garrisoning, 
ar the end of the Close Combat phase may instead be removed from 
“he board, representing it escaping into the rower Any units 6 
“hagacters rermoved in this Fashion may not extn £0 the table and 
sill count as having escaped for determining the winner of the game: 


farce dead or scattered, the High Elves faced 
Their only hope lay in causing enough damage 

4 with their monstrous allies, both 

so that the survivors could fight their 

sim resolve the High Elves made ready for 


ag ea gis. 


THE ARMIES 


t Tae High Elf player selects a force from the High Elf Army book 

; tgp eo a vale of 1,000 points. Any characters that have survived up 
- sp this poins in the campaign may be included, using the normal 
+ limics Soe purchasing characters, The High Elf player must purchase 


single Binding Scroll worth up to 650 poings, which must be cither 
Deagon from the Storms of Magic book or a Magma Dragon or 
Warpfice Deagon from cht Monstrous Arcanum book. 


3} Yae Skaven player selects a force from the Skaven Army book up 
=>a-valse of 1,500 points. They may include any characters that 
ace seailuble, up oo the normal limits. The Skaven player may also 
anchadie up 20 500 points of Binding Scrolls. 


ern enansianls soe 


DEPLOYMENT 
The Skaven player deplors Gest setting up his entire army within the 
Sagres deplowment Zone. 


“Tae Hizih Ef plaver deploys second, placing the monster summoned 
pe Soe Bending Sols anywhere on the board as long asit is 12" 

-eeze frome ag coemy ants. The remainder of their army is kept off 
the beard to be aied as seinforcements. 


Scenaris Five: The Tor Falls 


FIRST TURN 
‘The High Elf player takes the first canny, 


GAME LENGTH 


“The game lasts for six turns, i 


VICTORY CONDITIONS 

Victory points are ised t0 deeld 
‘The High Elf player scores a single Victory poine for each 
unit or character which leaves the table by any edge. The Skaven 
ingle Victory point for each unicor character 


Je which player has won the gj 


player scores asi 
completely destroyed. 


SPECIAL RULES ‘ i 
“The rules for Magical Flux and Wild Magle from the Storm of 


book are in effect for this scenario. 


REINFORCEMENTS 
‘The High Elf player may choose ro move on any of their units and 
characters which began the game off-table at the beginning of any 
of their turns after the first, For each unit or character which they” 
wish to bring on, they must passa single unmodified Leadership 
Ifthe testis failed, the unit/character may nor be brought an that 
turn but may attempt to enter play next tum, Units entering play 
placed within 2" of the Tower Entrance building in afo nand 

facing of the High Elfpplayer’s choosing: Ifthere is no space forthe 
unit co deploy in then it must wait uneil the following wen tod 
‘The Beast : B 
Acthe beginning of each game tum, che High Elfbound Dragon 

isin play, the High Elf player muse poll a 16, On the roll of at ms 
Skaven player controls the Dragon his turn. On any other result, 
High Elf player may concrol ienormally. 5 
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"A PANOPLY OF MONSTERS! re dimreee 
‘One of the great things aboot the rules for Bound Monsters and pacts is ddo this, and you can cither simply use it ‘informally’ as a reference g 
athe ability it gives players to add diversity to their armies and use units and for inspiration, or you can use it more formally as a pattern ° 
they woald never normally have access to in their battles. However, some games, particularly those scenarios found in this book where the fu 
players may wish to more specifically heme the selection of monsters they of Storm of Magic rules are not in use. If you choose this latter 0 
‘ase in their games to bettcr fir in wich their army and sit their collection your army on the chart and cross reference it with the monstets) 
of models. The following chart is designed as an optional extra to help you book and in the Storm of Magic book. ae ee 


BRETONNIA —-DAEMONSOFCHAOS —_ DARK ELVES WARES HIGH ELVES 
Bodog Som ‘Being Sood Bending Sra « Bioding Sell i 
Abbot Kientip “Abbowrent 


Ut nett tein 


Cee eeeee 


4s GEG 


mls 


i 


‘Where Kinship is shown, assume that you may have as many of these 
monsters as you like, within the limits of Your Monsters and Magic 


allowance. Where Binding Scroll is shown, the normal Bound Monster 
limic applies, and where Abborrent is listed, then onl 
this monster may be takeneregandless of the Accomp: 


y 4 single example of 
anying army's size 


OGRE KINGDOMS ORCS & GOHLINS 


SKAVEN, THe EMPIRE TOMA KINGS: 
Dining Serott Abhoerent Abtorvent Atiwerent Athearn 
Posting Sera ending Servi only Serait Witting Sevold Boodng Seto 
Rtbeoerent Abtoerent Nbhorrent ‘Avorn 
= Atborert osng Sort Abtastest Abtanrest Abort 
- ae Atoorent ‘Abherrent Asner 
bhatt Avieorent Avtewrers Abhcereet Aton 
 Aninaeren Abharent Anturreat eat 
Binwing Servt Kimup Anberteat Newaren Abarat 
Binding Serotl Athorrent Abhorrent Binding Scrotd Abtumrent 
Mag Srl Abtunrcot Steere Mig Sort Avherert 
irting Seest Nohoerent Noort Binding Sera Atterent 
Abhseren! Ayreon Kindp Abhorrent ‘Apaent 
 Atorreen Abiorreat Kinedhip Abborvent Abbentees 
Barting Seo ‘imting Sera Binding Scroll Dining Som) iodine 
“Abibervent Atteeyent Bunting Scr Abtorrent ‘Nvborert 
Aiowbing Sere Minding Serot ‘osang Scroll Biodang S70 Bindsng Set 
Munding Sevut! Abborrest Banding Seri Avbortent uring Sera 
ining rot Aorocrent Kaaship Keship Abort 
Wirdng Sot Binning Seroll Bieshag Seri Aven Admeorent 
aig Seve Washing Seva Dinding Serot Antorrent Aveere 
Abbr Aner Abtueren eborent Kite 
Rinding Sot Beosting Sra Bang Ser Banting S100 Avnerrent 
Banting Serot Wanting Sevott ensing Soro finding Sere Attornens 
‘Winding Scroll asaing Sev Bunding Scrat Banding Sera Abtearent 
bbe Athena Atboerent Banding Ser Anbereet 
Aborveat — Atrorest Abort Abbrren 
Wiring Sera Wining ero) Binding Seri Banc Scroll Ranting Sen 
heer Banding Sor Bunting Scrat 
Biting Serolh Wiawing Sens as 
Winding Ser Binding Soll Biasing Serol Atbcrent Atbeere 
Apherret store: 
Antwan Aphorent Ahorrest 
‘Bleding Serot Kimainp amting Scr Anborent Amoco 
Kio Kimtup Being Ser) Baeding Ser! Nomorven 
Birahing Scroll Munting Scroll Banting Scroll we Sexo Antenrean 
" yng Scroll Abbarrent Abbe 
‘Bsatng Ser hosing Scrol Binding — 
‘Adteorrect = Abherrent 
Abboren Aner Banding Sarit Atha : 
nding Seve Bienang Ser Antemtent Meets 
aa roan 7 ‘ Binding Scroll Binding Serv Bindeg Scroll 
Biating Ser! inating Sere ae hee 
Wiewing Seri Bending Seri Bendong Seto Antero 
‘Binding Scroll Riasing Sere Nort asad 
Binding Serol Runtang Serel! Abort = 
Scott Banting Srl Abherent 
waar — ciotip Kin 
Anborest Atbervest Atterent Adherent 
preeeny Abtcerent Abhoereot Abboorrert 
presen Abborent deco! 
a eS en 
Sere ome 
Seroll ‘untung Scro4 Bemting 
Lemand “rn ‘Abhorrent Abharrent 
Binding Scroll Dunlap 
eee y Bonding Servth ‘reding Sere 
oentang Scroll Binding Scroll - 
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